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HOW TOBUY A 
DOUBLE-SPEED CD-ROM... 
WITHOUT GETTING 
TAKEN FOR A DRIVE. 


Introducing Creative OmniCD. 
If you've been thinking about adding the power and excitement of an internal CD-ROM to your PC, here's some great 
news: thanks to our exclusive Creative Double-Speed Technology," double-speed CD-ROM performance is 
now available at about the same price you'd expect to pay for a single-speed drive. 
And we're not talking about just any CD-ROM here. This is a full-featured, MPC 2 compliant, 


XA-ready, 300KB/second, multi-session photo CD drive with a blistering fast 320ms access time: 


The all-new Creative OmniCD*" 
WORKS WITH ANY SOUND CARD. 


Of course Creative OmniCD works with your 


) = 
Sound Blaster— after all, it is the industry standard = R EAT I Ve 


for PC audio. But what if you've already got i 
another sound card? Let eg Meals BUS RA 
No problem. Because Creative OmniCD © "m ole 


works perfectly with just about every major brand of 


audio card...or even without a sound card for applications that don't use audio. 


Best of all, Creative OmniCD opens up a whole new world of CD-ROM applications. Like photo CD—we've even 


included Aldus” Photostyler SE image enhancing software right in the box. And also games, 
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multimedia and business applications, education, and more. 
THE BOTTOM LINE: A LOT MORE DRIVE, A LOT LESS MONEY. 


Sure, there's plenty of other manufacturers offering double-speed CD-ROM drives. But as part of a 


complete package with an SRP of less than four hundred dollars?” Now that's Creative. 


For more information and the name of your nearest Creative Labs dealer, call 1-800-998-5227 
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And now. ..the violence that plagues a distant 
research colony threatens the planet Earth. 


As British military agent Blake Stone you're 
thrust into deadly combat against the malevo- 
lence of a mad scientist and the insidious 
mutant army under his command. Dr. 
Goldstern, driven by his insanity and bent 
on the annihilation of mankind, won't 
rest until he rules the known universe. 


The forces of heroic good and villain- 
ous evil collide in this life-or-death_ i by 
struggle to control Earth's future: 
Sign up to fight as Agent Blake 
Stone. The fate of humanity is in 


your hands! 


For the cost of shipping and 
handling, only $4.00, you'll / 
receive Episode One, The Star 
Institute. Or download Episode One 
and pay no shipping and handling. 
Call the Software Creations BBS and 
check out the FREE Apogee file section. 
The BBS phone lines are: — 
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(508) 365-2359:2400 BAUD 
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“Pm not going to name 
names. What’s important 
to remember is that con- 
sumers have the ultimate 
say in quality control. 
You vote with your dol- 
lars and credit cards. If 
you buy a game and find 
that it has fatal bugs or 
just errors that are 
annoying, you should let 
the company know about 
it. Most companies are 
more than willing to cor- 
rect such problems, and 
if they aren’t aware of 
them, they like to find out 
so the problems can be 
fixed. You can also let 
them know by choosing 
other games to purchase 
the next time you’re 
shopping. Hit a company 
hard in the checkbook, 
and you can bet quality 
control will improve.” 


re | 
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Back to School... 


September has always been the bane of students everywhere. For most, this is 
back to school time, and while some do return to readin’, writin’ and ‘rithmetic in 
late August, September is the month when Summer officially ends and it 
becomes time once again for homework, football and late nights cramming for 
tests. For every kid through high school age, September has got to be the most 
dreaded month of all. 

This makes September a pretty good time to learn a few lessons. No one is 
ever too old to learn a new trick or a better way of doing things, but September 
seems like the natural time. The lesson to be learned this month concerns quali- 
ty, that elusive, almost undefinable element every game producer hopes to pack 
into their products and every consumer hopes is in the products they buy. 

Well, not exactly quality, but quality control. The nature of computer software is 
such that bugs and errors crop up frequently in the creation of any product, game 
or otherwise. It seems to me that this is as good a reason as any that computer 
game manufacturers should spend a relatively higher percentage of their time 
and effort in testing and fixing these bugs. With the constant rash of games float- 
ing into the CGR offices with fatal errors and annoying bugs, though, this doesn’t 
seem to be the case. 

I’m not going to name names. What's important to remember is that consumers 
have the ultimate say in quality control. You vote with your dollars and credit 
cards. If you buy a game and find that it has fatal bugs or just errors that are 
annoying, you should let the company know about it. One way is to write or call 
them. Most companies are more than willing to correct such problems, and if they 
aren't aware of them, they like to find out so the problems can be fixed. You can 
also let them know by choosing other games to purchase the next time you're 
shopping. Hit a company hard in the checkbook, and you can bet quality control 
will improve. 

Now that I'm off my soapbox, | should bring it to the attention of loyal readers 
that Rick Zalud, who's been with CGR since about the time there was a CGR, 
has moved on to other projects, and is no longer reviewing for us. This is also the 
last issue that Alex Rees will be reviewing for CGR, as he is moving along as 
well. Stepping in for Rick for this issue is former CGR editor Mike Riley. It's been 
awhile since Mike's sat on the reviewing couch, but he's been keeping up on the 
latest software and games. 

These changes in staff are just the start of several alterations going on here. 
We'll be starting up some new projects in the very near future that will change the 
face of computer gaming (and computer gaming magazines) forever. We'll chat 
about that next month, | promise. 


STEVE HONEYWELL 
Editor 
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LASER-GUIDED MISSILES THAT 


CAN PINPOINT 
A WINDOW. A 
10-TON BOM 
LOAD THAT CAN 
LEVEL A TOWN, 


MAYBE THE BRITISH AREN'T SO 


CIVILIZEt 


The Tornado. The plane that shredded runways 
and totaled buildings during the Gulf War. The plane 
that can scan the 
terrain ahead and 
automatically hug 
every hill and val- 
ley at just 200 
feet. And the plane 
with wings that 
sweep forward to 
maneuver 
through tight bombing runs and sweep back 
to outrace even the fastest fighters. 


Come in low and fast, and you can actually see 
the cables in the bridge you're about to raze. 


Now you can climb into Britain’s hottest 
plane without joining the RAF. With 
Tornado, the flight sim from Digital 


Digital Integration 


Published by 


Spectrum HoloByte 


AFTER ALL. 


Integration and Spectrum HoloByte, you'll sit 
in a cockpit where the analog dials actually work. 
You'll operate the Thermal 


nation (TIALD) system 
which zooms in on targets 
as small as the turret of à 
tank from as high as 
20,000 feet. And you'll 
even control a squadron with 
a mission planner so 
accurate it’s used to 
train real Tornado pilots in the RAF. 

Fly this devastating aircraft once, 
and you'll be glad the British 
are on our side. 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. For technical questions call (510) 522-1164 (M-F: 9rm-5Spm Pacific Time). 
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Hardware... 


Dear Editor: 

| have just recently dis- 
covered your magazine 
and | would like to say 
that | like your format, 
particularly your listings of 
hard disk space require- 
ments. More than once 
l've had to erase games 
from my hard drive to 
make room for new ones, 
and your magazine gives 
me fair warning. 

However, | think that 
your reviews of PC sound 
boards are a little too sim- 
ple. After all, if we don't 
like a certain game, we 
just don't play it. But if we 
make a bad sound board 
purchase, we have to tol- 
erate it every time we use 
our computers. For 
instance, you reviewed 
both the SoundMan 16 
and the Sound Blaster 16 
ASP in your June, ‘93 
issue, but | couldn’t find 
any mention of price in 


COMPUTER GAME REVIEW 


POSTAGE DUE 


Send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


either review! And while I’m sure 
both boards are excellent, | think 
you should recognize the fact that 
most of your readers probably look 
at price first, features second. 

In an unrelated note, ld like to 
gripe about copy protection; the soft- 
ware companies should realize that 
their idiotic "off-disk" protection 
schemes are costing them sales! In 
many cases, hacked versions of 
software are actually better than 
originals because the hacked ver- 
sions have had the copy protection 
removed! After all, anybody can 
photocopy a manual, so | sincerely 
doubt that so.tware companies are 
stopping piracy to any significant 
degree with their irritating *pass- 
words," "access codes," and trivia 
questions. 

I’m sorry if this letter dragged on 
too long. Keep up the good work! 

Michael Wong 
Etobicoke, Ontario, Canada 


Your point regarding price for the 
hardware reviews is very well taken. 
That's something we'll start including 
on those pages, since, as you said, 
features are important, but for many 
people, the bottom line is how much 
it takes out of the wallet. 

As far as copy protection is con- 
cerned, often | don't have a real 
problem with it, but | do find it frus- 
trating sometimes. Personally, | pre- 
fer the sort of copy protection that 
asks for a code or a word when you 
install the game. This allows some 
amount of protection to the software 
developer and does not cause the 
user undue stress in flipping through 


the manual every time the game is 
loaded. Similar "good" copy protec- 
tion is that which asks a question at 
one point in the game. Once that's 
past, you can save off and never 
deal with copy protection again. 

Copy protection will not do any- 
thing to prevent a serious pirate from 
stealing software. It might, however, 
dissuade a casual hacker from 
breaking into a game. 


Timely Reviews. . . 


Dear CGR: 

Congratulations, Steve Honeywell 
and CGR! Granted, while | do not 
always agree with your sundry 
reviews--indeed, this is the first time 
l've written to CGR without totally 
whining--! am in full accordance with 
your Initial assertion that it is better 
to get the reviews (however Swiss 
cheese-like this reader feels one of 
them per issue may invariably be) 
out sooner rather than later. Of the 
five major computer gaming publica- 
tions sold in the United States, yours 
is undoubtedly the most timely 
(though your partly US/UK-based 
competitor is running a close sec- 
ong). 

The indirect salvo launched by a 
certain editorial peer concerning the 
timeliness and objectivity of your 
magazine clearly was a less than 
elaborate attempt to cover-up the 
failings of his own corpulent publica- 
tion, which seems forever content 
with producing modestly detailed 
reviews a full 30-60 days later 
(accepting an inescapable degree of 
industry lag time) than the standard. 


IndyCar™ Racing 


Experience all 
new Papyrus 3-D Super Texture™ 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
including billboards, paint 
schemes and decals on actual 
IndyCars. Tread marks “groove” 
every turn to help you find the line. 


From the creators of 

Indianapolis 500: The Simulation™ 
First in a series of Real World 3-D 
Racing Games 


Available 
November 1993 


Officially 


ea m Gobs of 
Newtonian physics calculate real 
car behavior...speed, chassis, 
engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


R Michigan 
International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar™ 
Racing...right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
car-cams to blimps. 


Sanctioned 


You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 


PUBLISHING, INC. 


C 


Distributed exclusively worldwide by 
Virgin Games, Inc. 


The Indianapolis 500" is a registered trademark of the 
Indianapolis Motor Speedway. 


Indianapolis 500": The Simulation" is a trademark of 
Electronic Arts Inc. 


Actual IBM PC screens shown. 


The CGR Review Breakdown 

All numerical scores are based on 
a 1-100 scale, with scores above 90 
indicating a superior effort. 

The bar charts at the top reflect 
how the three reviewers feel the 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and 
fun the game controls are to oper- 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game, and includes 
maps and other playing aids, as well 
as the manual. Graphics and sound 
scores show the level of the audio- 
visual qualities of the game are. The 
overall score is a combination of the 
above ratings and the three review- 
ers' scores. 


THE CGR REVIEWERS... 
Alex: Reviewing for his last issue of 
CGR, Alex has been spending an 
inordinate amount of time with 
SSG's Warlords II. This fits in with 
his general love for fantasy and sci- 
ence fiction simulations and his 
innate desire for conquest. He’s not 
big on flight sims or military games, 
but when it comes to role-playing, 
not many are in his league. 


Mike: After a long sabbatical, former 
CGR editor Mike Riley is back for a 
guest(?) reviewer appearance. 
Although his reviews haven’t been 
seen in CGR for awhile, Mike has 
kept up with the cutting edge in com- 
puter software entertainment. He’s 
currently spending what little free 
time he has with “Spreadsheets in 
Space” (his pet name for Rules of 
Engagement 2) and Walker. 


Steve: Our editor, climbing another 
step on that corporate ladder of life, 
lists games in virtually every catego- 
ry as his favorites. He shies away 
from games that get too technical or 
take weeks to learn, preferring to 
jump in and start kicking some tush. 
These days, Steve has spent too 
much time playing Brix from 
MicroLeague and Shanghai Il from 
Activision. 
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If, for example, NovaLogic's 
Comanche: Maximum Overkill had 
made its way to software outlet 
shelves by Thanksgiving of 1992 
(which it did) and a review had made 
its way to the March issue of a par- 
ticular magazine the following year 
(which it did), all of the *AH-64 
Apache pilot[s]" in the world respon- 
sible for thoroughly chewing and 
spitting out the product would not 
and could not possibly write enough 
to alleviate the full four month dis- 
parity. It probably took most sea- 
soned players 2-3 nights to com- 
pletely trash Comanche (no disre- 
spect to NovaLogic intended) and | 
don't think it would have taken more 
than a couple of hours for a compe- 
tent writer to engender a concise 
and insightful reviewing article. 

Understandably, much depends 
on the very nature of a game slated 
for review, including how detailed it 
is and, consequently, how much 
time is required to gain a proper 
understanding of the product within 
the inherent time constraints of a 
full-time professional staffer. Alex, 
Rick and Steve appear, for the most 
part, to grasp most of the mechanics 
of the games that they review (at 
least those of which | am quite famil- 
iar) and, in so doing, are able to pro- 
vide their readers with some decent 
overall insights, however brief they 
may be. They need not be attack 
helicopter pilots to review flight sim- 
ulators nor former U.S.N. admirals to 
review naval sims. As long as their 
opinions are presented in a fairly 
timely fashion as is CGR's ongoing 
tradition, the reading public will not 
dry up and blow away. 

The issue of objectivity versus 
subjectivity, as was rightly indicated 
by Steve, is a moot point. Objectivi- 
ty, in its strictest sense, has already 
gone the way of the dinosaur. Per- 
haps this, too, is the destiny of 
pompous editors who somehow see 
fit to practice their penmanship 
before they think. 

Jim Corbin 
Lowell, MA 


While I'd love to comment, | don't 
think | need to. Looks like Jim cov- 
ered all the bases. 


The Topic That Will 
Not Diel. .. 


Dear CGR: 

l've been a reader of your maga- 
zine ever since it came packaged 
with Might and Magic IV--a totally 
cool idea, by the way--and | think it’s 
awesome. Anyway, | usually don’t 
speak out about many things, but | 
feel the time has come. I'm referring 
to the Commodore 64/Nintendo 
debate--oops, | mean the X- 
Wing/Wing Commander debate. | 
subscribe to another computer mag- 
azine which stated that “Wing Com- 
mander could best be described as 
an arcade-style space shoot ‘em up” 
when comparing WC to X-Wing. 
Give me a break! Calling WC an 
arcade game is like calling the 
Amiga just a game machine. In my 
opinion, they are pretty much equal, 
with both having their ups and 
downs. Wing Commander is by far 
better, with making you feel more a 
part of the game with cut scenes 
between every mission, not just 
once in awhile. X-Wing, however, is 
better with ship controls like chang- 
ing your shields, fixing damage and 
seeing where you and your enemies 
are. The Al is a little better in WC, 
too, but | just started playing Imperi- 
al Pursuit, and maybe they are get- 
ting closer to being even on this 
point. 

Now for the worst parts of both 
programs. In WC, it has to be wing- 
man control. Maybe you guys had 
better luck than |, but | could hardly 
ever get them to obey me with the 
exception of Hobbes. In fact, in 
WCII, Special Ops Il, in the battle 
just before Ayer's Rock, | had to 
resort to taking out one of the 
Ralathas with my Morningstar's 
nuke (firing at point-blank range and 
then kicking in the afterburners to 
get away) and then get the other 
with my torpedoes because there 
was no way Maniac would do it. In 
X-Wing, without hesitation, [the main 
problem] is the fact that when you 
eject or get killed, you lose all of 
your points. That is the stupidest 
thing | have ever heard! In WCII you 
at least get asked to replay the mis- 
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sion. One last thing; | still think 
LucasArts should make a Millennium 
Falcon game. They could do some- 
thing similar to the Broadsword in 
WC for firing the turrets. And, by the 
way, the Commodore 64 blew the 
doors off of the Nintendo. . . 
Dan “Jedi” Houck 
Huron, SD 


Personally, | liked the idea of the 
graphic scenes between each mis- 
sion in Wing Commanders | and II, 
but I really didn't miss them in X- 
Wing. Once or twice | thought they 
should have come more often, but 
as a whole, the relative scarcity of 
cinema displays in X-Wing was not a 
problem for me. | do agree that ship 
controls were better in X-Wing, and | 
also agree that WC gets the nod 
(however slight) in the Al depart- 
ment. 

There is no question that X-Wing 
had more effective wingmen. Even if 
they were killed, at least they tried to 
carry out the orders you gave them. 
| will also agree that it was very frus- 
trating to die or eject in an X-Wing 
mission and lose all my points and 
the rank that | had carefully built up. 
My solution for this was to save my 
pilot to a disk after every few mis- 
sions. While this did require an extra 
bit of work and was a nuisance, it 
sure did save me a lot of heartache 
when my pilot got toasted in one of 
the insanely difficult missions filled 
with hordes of TIE Fighters. On this 
point, WC gets the nod. 

While X-Wing may have better 
control, etc., please note that X- 
Wing also came out quite a bit after 
WC did, and the folks at LucasArts 
were able to make the sort of 
changes and adjustments WC play- 
ers wanted. | expect Privateer to be 
a lot like WC with some modifica- 
tions to bring it up to the new high 
water mark set by X-Wing. Of 
course, TIE Fighter could very well 
make the adjustments we'd both like 
to see on the X-Wing engine. 

While I'd love to close the book on 
this subject, it appears that the 
planned releases of Privateer and 
TIE Fighter will keep it alive. At any 
rate, it’s a pretty good debate, so 
keep the letters coming. 
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More on the Same... 


Dear CGR: 

After a year of waiting, Strike 
Commander was finally released. 
When | heard the news, | rushed out 
and grabbed a copy. After playing a 
few missions, | was completely dis- 
appointed. The graphics were 
superb, the music was outstanding, 
but when I saw how slowly it played 
on my 486DX250, | was furious. | 
could play a flight simulator without 
good graphics and sound, but one 
that runs sluggishly even on a 
486DX205? No way! My question is, 
do you think that Origin will make 
Privateer, Wing Commander Acade- 
my and Pacific Strike the same way 
they made Strike Commander? 

To finish off my letter, | would like 
to say to the people who compare X- 
Wing to Wing Commander, how can 
you compare two computer games 
when one of them has the three 
greatest movies of all time to back it 
up? 

Jason La Brie 
Philadelphia, PA 


All indications from Origin are that 
Pacific Strike will have a similar 
engine as Strike Commander did, 
while WCA and Privateer will be 
more like the Wing Commander 
games. You can check out our 
review of Wing Commander Acade- 
my in this issue. 

As far as comparing X-Wing to 
Wing Commander, as the previous 
letter indicates, it's a hot topic in this 
column. True, X-Wing does have 
three cool movies to back it up, but 
the game is its own separate entity. 
As movie-to-game conversions have 
proven in the past, it is very possible 
for a fantastic movie to, sadly, have 
a really weak computer game 
attached to it. 


Mac Software... 


Dear Editor: 

After reading your review of Pax 
Imperia (Aug., '93), | am wondering 
one thing: when has the Macintosh 
been known for bad sounds? Quite 
the contrary. The Mac's innate 


sound capabilities far surpass the 
awesome beeps emanating from a 
standard PC speaker. 

One of your reviewers said “l, for 
one, never really thought of the Mac 
as having impressive sounds," while 
another says, "Yes, | said music, 
and for a Mac, that is quite a feat!” 
I'm just wondering how often do your 
editors use Macs? Games | have 
such as Lemmings, King's Quest VI 
and Monkey Island II have sound 
quality equal to (if not better than) 
my friends' PC versions of these 
games playing on a $200 Sound 
Blaster Pro! 

Also, I'd like to see a Mac review 
that doesn't occur but once in a blue 
moon. And, | would also like for you 
to have updates on games being 
converted to Mac and maybe Amiga 
platforms. 

Byron Miller 
Hickory, NC 


| think a lot of people aren't aware 
of the sound capability of the aver- 
age Macintosh. It'S come a long 
way. Still, that first impression (early 
Macs had sound similar to PC 
speakers) is hard to get over some- 
times. We do use Macs quite often 
around here, but the majority of our 
time is spent on PCs. Thus, when a 
Mac game comes along with really 
good sound (like Pax Imperia), it can 
surprise us. | guess what it boils 
down to is that as a reviewer, | don't 
necessarily expect a Mac game to 
have impressive sounds (in spite of 
the Mac's capabilities), while | do 
expect this from a PC game, since 
this is the platform most games are 
released on. 

Our policy with reviews is, was, 
and ever more shalt be to review the 
first version of a game that is 
released. Since game conversions 
are generally pretty accurate, we 
don't feel it is necessary to re-review 
a title just because it was released 
on another platform. However, the 
Add-Ons and Alterations column 
that has existed in these pages for 
going on a year does make mention 
of game conversions to other plat- 
forms, particularly the Amiga and 
Mac, who, in general, have fewer 
games initially released for them. 


Sting “Sreel. Men Tron 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 
peer through the binoculars as the shells arch toward their 
target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!™ 


Command a fearsome dreadnought and fight for control 
of the North and South Atlantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
‘Commander’ Jones and 
his crew at Software 
Sorcery 


1993, Software Sorcery. Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes to life with stunning SVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships, When you're 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 


oftware Sorcery 


Where Magic is State-of-the-Art! 


The Throne of Chaos 


by Westwood Studios 


Requirements: DOS 5.0, 2 MEG RAM, 
Hard Drive 

Ad Lib (Gold), Sound 
Blaster (Pro), Roland 


Designed Westwood Studios 


Sound Support: 


19 
No. of Player: ie: play 


The witch, Scotia, has come into 
possession of the Black Mask, an 
enchanted device which allows her 
to take on whatever form she 
desires. With it and her Dark Army, 
she seeks to claim the throne. Need- 
less to say, King Richard will not 
allow her to do that easily. So, he 
recruits a hero to find a way to 
defeat her. That is where you come 
in. After picking a character from the 
four available, you will have to 


A message is delivered to King Richard in 
the throne room of the royal castle. 
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The evil hag, Scotia has obtained a magic 
item which allows her to change her form. 


undertake the quest to stop the 
plans of the wicked crone. 

You are in a race against Scotia. 
She must be defeated before she 
unleashes whatever she has 
planned for the kingdom. To slow 
you down, she has poisoned the 
king, which forces you to first find a 
antidote for him. 

Do not worry, you will not be 
alone. During your travels, you will 
have different companions at your 
side to guard your back and fight by 
your side. As you use your skills, 
you will gain experience resulting in 
an increase in that skill. For 
instance, if you cast a lot of spells 
against enemy creatures, your 


He still lives, but we have no antidote, and he sinks 
deeper bu the minute! We must now channel all of ou 
magic into a protective shield. 


Despite all of the precautions taken, the 
witch is able to poison the king. 


magic ability will go up. The same 
holds true for your fighter and rogue 
abilities. If you want to truly do well, 
you would be well advised to keep 
your character balanced. 

The interface is simple to use with 
your mouse. Simply click on a char- 
acter portrait to bring up their status 
sheet for convenient viewing. Here, 
you can check on how each person 


You have a choice of four characters to play 
as, each with his own advantages. 


is equipped, what their stats are and 
how far they are from achieving their 
next skill level. 

As you explore, you will find pow- 
erful weapons and learn new spells 
that will come in handy in battling 
half a hundred of the most vicious 
creatures to walk, fly or crawl. You 


An easily accessible character sheet lets 
you equip yourself and your allies. 


are also charged with discovering 
secret passages, unraveling cryptic 
riddles and solving challenging puz- 
zles. The path before you is not one 
of ease and comfort; prepare for an 
adventure fit for only the hardiest 
warriors and wisest mages. 

Along with the standard items, 
there are also special objects for you 


When you are injured, the face of the adven- 
tures will change to reflect their status. 


Battle the beasties of the land with the 
strength of your arm and magic spells. 


to find which will aid you throughout 
the quest. A lantern will light your 
way (as long as you keep it filled), a 
sledgehammer will allow you to bash 
your way through weaker walls and 
the magic atlas records maps of 
your travels. 

Once in a while, you will encounter 
a different kind of interactive screen. 
These allow you to interact with, or 
at least get a message about differ- 


Once you have the magic atlas, you will 
enjoy the benefits of its auto-mapping. 


ent things on the screen simply by 
clicking on them. This comes in 
handy in the shops where you just 
point out what you want to purchase. 
Move swiftly, and do not falter. 
The king is dying, Scotia and her 
Dark Army are ravaging the country- 
side, so act quickly. Take yourself 
down into dank caverns and dark 
mines to find the things you need to 
succeed. Take up your sword and 
prepare to enter the Lands of Lore. 


Hey! The 


Occasionally, you will find a screen with an 
interactive point-and-click interface. 


Lands of Lore: The Throne of 
Chaos is very reminiscent of the 
Eye of the Beholder series by SSI. 
| find that for a couple of reasons, | 
like Westwood's version a little 
better. For one thing, it seems to 
run a little more smoothly as a 
game in general. The soung 
graphics are also more sop 
ed and appealing. Some 
effects, such as the formingg 
your spell book, are far from 
ed, but are really nice touches. 
The method for increasing your 
Skills is well done, as it lets you 
decide for yourself what you want 
to emphasize. | was pleased to 
see that the auto-map was includ- 
ed. In this game it even picks up 


triggers and secret doors that you 
might miss. Combat is easily 
resolved, if a bit frustrating at 
times. Here is a bit of advice to 
prevent others from getting as 
frustrated as | did. In the mines, 
use the green skull against the big 

ing; it is the only thing | 
co et to work. Other than run- 
nj p against the occasional 
rent dead end, the game pro- 
without too many hitches. 
The storyline did not really catch 
my interest as much as some, 
despite the occasional reminder of 
what is going on. Fortunately, the 
game play held my attention well 
enough to keep me playing for 
quite a while. -Alex 


How many long-time CGR readers 


remember what my all time 
favorite computer game is? If you 
answered Dungeon Master, give 
yourself a RAM chip. Lands of 
Lore pays homage to the game 
that started it all by dressing it up 
in the best version l've s 
date. The graphic and 
nuances found in LOL are b 
anything l've seen in this n 
sic 3-D dungeon maze c 
This is what SSI’s Eye o e 
Beholder 3 should have been. Yet 
with all its splendor, | still had 
some qualms with Westwood's 
interpretation of good versus evil in 
a maze atmosphere. | had a tough 
time with the antagonist, an ugly 


old hag of a witch. Even though 
she's threatening the kingdom and 
all that, | really didn't feel a sense 
of urgency. In fact, | kinda felt 
Sorry for her plight! | mean, here's 
this rich king guy livin' it up in 
some gaudy castle and there's this 
ly old coot with nothing but 
rkly playthings. | say let the 
ve it just as long as | can 
ke oaming the landscape. 
er problem is that even 
though LOL is incredibly well pol- 
ished, it's still Dungeon Master to 
me. When DM came out in the 
mid-80's, it was a breakthrough. 
Westwood has perfected that 
breakthrough. The time has come 
for their own breakthrough. 


-Mike 


Lands of Lore: The Throne of 
Chaos is an extremely effective 
piece of storytelling. The introduc- 
tion sets the stage beautifully for 
the coming story, with good use of 
voice and well-drawn animation. 
The game that it leads into lives up 
to the expectations provide 
intro. The music is grd 
usual from Virgin and 
the graphics are very nice, ang 
game controls well. | like’ 
the choice between operating the 
game with the mouse and key- 
board (my preferred method) and 
mouse alone. Combat is easy to 
handle and takes no getting used 
to. The same is the case with 
inventory control. | also like the 


idea of revolving characters travel- 

ing with you throughout the game. 
One thing | did have a problem 
with was being given a choice of 
four characters to play the game 
as. It would have been better, | 
think, to allow the player to create 
her character from scratch. 
does this allow you to get 
olved with the character, it 
ou (or, at least me) feel 
personally attached to my lit- 
tle silicon persona. This, however, 
is an extremely minor complaint 
regarding an otherwise excellent 
piece of software. Westwood 
should be commended for creating 
a solid game without resorting to 
too may cliches. -Steve 
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.35 MACH, NINETY FEET ABOVE 
THE GROUND, BOTH SIDES 
TRYING TO SHOOT HIM DOWN. 
WOUNDED IN THE ARM. KAPITAN 


ALEXANDER ZUYEV GUIDED HIS 
MiG-29 TO FREEDOM 
LEFT-HANDED. COULD YOU? 


On May 20, 1989 MiG-29 pilot 


Alexander = The pilot yho wro 


ote 
Zuyev began Aler as 
a desperate 
plan to steal 
the Soviet 
Unions most advanced combat 
aircraft and fly it to political 
asylum. 


front Warner Books. 


Photos: Arms Communications 


Shot in a life 
and death struggle with the sen- 
try, Zuyev managed to take off. 
Then, flying dangerously low to 
avoid radar, he eluded pursuing 
fighters and deadly Soviet and 


Turkish air defenses to land safe- 


ly on a civilian airfield in Turkey. 


THE FINEST TECHNOLOGY 
RUBLES CAN BUY 


The plane he flew is the MiG- 
29 Fulcrum, the crown- 
ing achievement of 
Soviet aeronauties. - 
Now, with 


MiG-29: Deadly Adversary of 
Falcon 3.0" Spectrum HoloBytes 
add-on to Falcon” 3.0, you can 
climb into the cockpit of the 
F-165 nemesis. 


NOTHING WAS LOST IN THE 
TRANSLATION 


The flight model was pat- 
terned after actual Mikoyan- 
Gurevich (MiG) design specs. 


So you can be E sure that 
every system = and every 
controlis painstak- 
ingly . accurate, 
all the way 


down to 
the Russian-accented 
cockpit warnings. 


IT'LL TEST YOUR SKILL 
AND YOUR PATRIOTISM 


Unlike the F-16, the MiG-29 
isnt a fly-by-wire aircraft, so a 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 
For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 


computer never 
limits your con- 
trol inputs, whether 


Next time you have an F-16 
glued to your tail, try the 
MiG-29 55 “Cobra” 
maneuver. 


Now you can choose from multiple 


aircraft, multiple theaters, even 
which side of the conflict to fight 


inspired or foolish. V on. And you can 3You abruptly 


1) You pitch the nose 
Its twin Isotov RD-33 nis Your £0 head-to-head back to level 
engines produce 36,600 ear ; pil ae over a modem or M 
imb. drops rapidly; Ca 
Ibs. of thrust, to the F16s a the F5 zooms with up to six q ie we 
25,000. And superb aero- p r score to 
d E THE — T 4 settle. 
dynamics make it control- ELECTRONIC m, ^ 
lable at low speeds and ` BATTLEFIELD SERIES: 
high angles of attack that THE ULTIMATE players over a 
CYBER-BATTLEFIELD network. Ital ^w - ^ SS 


would have enemy pilots 
fight EBSisthefirstseriesofinter- — begins when you add 
The most fear- SPECTRUM 1gnt t T lat Each MiG-2 Fal ? 
someopponent Ha ingto connecting simulations. Eac on MiG-29 to Falcon 3.0. 


eM H avoi title works with the others to Anything more realistic 
e a E "5 M bring you closer to the real thing. ^ wouldn't be a simulation. 


head-to-head. HOLOBYTE 
THEY WON'T EVEN H 
KNOW WHAT HIT THEM RODUCING MiG-29 
Your MiG’s IRST (Infrared 
Search and Track) system Choose your weapon. LocNos ivi 
The Falcon is lethal at 


can track an F-16 without long distances. The 


Fulerum, deadly close- 
in. Now you can fly for 
either side. 


revealing your presence on 
his threat display. So you can 
get on his six o'clock before 
he even knows youre there. 
Once in range, you'll be able 


to lock on to the Falcon just 
== by turning to look at him MiG-29 add-on requires Faleon® 30. Available on IBM compatibles. 
Mm withthe MiG-29’shelmet 

mounted sight. Then call S 

“pusk” (launch) as you fire pecirum HoloByte 

missiles or “ogon” (firing) as , 

you ventilate him with your MiG29 Ec 


computer-accurate 30mm X y EEP 
gun. Either way, hisplanewil ELEGTRONIG BATTLEFIELD SERIES 


make a satisfying crunch 


when it hits the ground. The fight of your life. 


El cer reviews 


Brix 
by MicroLeague Interactive 
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Designed by SAV Creation 
No. of Playet One player 


Puzzle games enter a new dimen- 
sion with the intriguing Brix from 
MicroLeague Interactive. The 
premise is simple: match pairs or 
triples of like brix to eliminate them 
from the board. Once a board is 
clear, you can progress to the next 
level. In some cases, though, no 
match will be found and the brick 
must be deposited in the blue pools. 
Standing in your way are lasers, yel- 
low pools and moving blocks that 
make getting the brix from place to 
place daunting. Some levels seem 
impossible at first, but they flip 
upside down periodically, giving you 
opportunities to see the board in a 
whole new way. Both Brix and Brix 
Deluxe offer seven levels of chal- 
enge, each with four boards. For 
added testing, there are multiple 
pathways to the seventh round. An 
extra challenge is included with Brix 
Deluxe in the form of a level builder. 
A keen eye for detail, quick reac- 
ions and the ability to think on your 
feet are needed to be a success at 
this game. Are you up to the chal- 
lenge? 
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Stacks of brix can lead to high bonus point 
totals. 


Brix Deluxe offers a level solver for when 
things get too difficult. 


Tightly packed formations require each 
move to be well-planned. 


p p 


On many of the levels, timing is essential to 
survival. 


| have seen and not been particu- 
larly impressed by games of this 
type before. However, most of 
those others suffered from prob- 
lems that are not present in Brix. 
The control is both simple to oper- 
ate an nsi gh that 
perfor 

some 
chore 
music: 
quality t| e to expect 
from puzzle games. Most impor- 
tantly, | actually had fun playing, at 
least until | got to some of the 
more difficult levels. Later levels 
can be quite frustrating, due to the 
very limited time constraints and 
number of tries you get. -Alex 


When | first sat down to play Brix, | 
thought “Oh no, another Tetris 
clone.” On the contrary, this game 
is more like a strategic Pic ‘N’ Pile. 
References aside, this game holds 
up on its own, The graphics scroll 
smooth Blaster 
compati nds like 
a Roland ane ct of the 
game is e ut solv- 
ing the zle limited 
amount of time given can become 
almost impossible. The control 
scheme is good, but not as good 
as Steve wants you to believe. | 
personally would have preferred a 
|combination of mouse and key- 
board. Final analysis-Brix is enter- 
taining, but not enduring. -Mike 


While | like a lot of puzzle games, 
most of them don't hold up for too 
many hours of play. Such is not 
|the case with Brix. | found this 
game to be really interesting and 
addictive. One of the nice features 
is the multi ath ce past 
the firs n n take 
an enti e end. 


This h fresh. 
|Anoth i edibly 
| easy co eme- ight and 


| well thought out, and really helps 
|the game. Too many of the levels 
|require perfect timing, which is a 
bummer when you've already 
cleared most of a board. Still, PII 
play this one over and over. In 
fact, | already have. -Steve 


The Ultimate Multi-Player Conquest Simulation 


Cinally, you can conquer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch 
T your back, though - you'll need to divide your forces with care to avoid being conquered yourself! 


is turn-based and features modem play; a wide variety of historic opponents from which to choose; random world 
generator; large number of units; spies; diplomacy & subversive activists; by far the best graphics and sound ever seen in a conquest 


game; and even more fun than Napoleon had at Waterloo! 
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More Vegas Games 
by New World Computing, Inc. 


CGR Game Ratings 


Intelligence 


Requirements: 


Windows 3.1, 640k with 
256k extended, hard drive 
Sound Blaster, 
compatibles 


Sound Support: 


No. of Player 


“The lure of easy money has a 
very strong appeal,” and gambling is 
one way to strike it rich without 
working too hard. Either that, or it's a 
fast way to the poor house! Howev- 
er, those who love to play the 
famous Las Vegas games don’t 
have to blow their life’s savings in 
order to have fun, thanks to New 
World Computing’s More Vegas 
Games. This program provides five 
of the most popular casino gambling 
games for your personal computer, 
and the only money you lose is the 
price of the software! Beat the odds 
in a gruelling game of Craps, or bet 
on the ponies in video horse racing. 
Be a bettin’ Freddy in Poker, or play 
it cool with the complex Baccarat. 
Finally, beat the house and take 
home the big money when you turn 
over that ace to win Blackjack! 
Vegas games adds a multi-player 
option to each of its games, so you 
can either win all the loot yourself, or 
take some of your friend’s money. 
Windows compatibility means 
instant access with the mouse and 
keyboard. Break the bank! 
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This classic five card Draw Poker game will 
grant a big payoff to the persistent player! 


[BLACKJACK " 


m i 
i MH 


Beat your buddies in Blackjack. Realistic 
sounds and voices add authenticity. 


i 


Play for the high stakes as you bet the farm 
in Baccarat. Can you beat your rich friends? 


Craps is played in alleyways and on the felt- 
covered tables in Vegas. Join in the fun! 


COCCI C = 


Betting on the horses has been a favorite 
pastime for many thoroughbred fans. 


More Vegas Games is well pro- 
grammed with a big flaw: most of 
the games are boring. Video poker 
is O.K., as is Blackjack. The others 
could not hold my attention if they 
hit me with a stick. This program 
has onegagwantagesOWer. some of 
the other game s/as type on the 
market, an@ythatis the fact that 
you can play with) more ihan one 
player. VII soméqethiers; you are 
stuck with playing by Yourself. The 
game is designed for Windows, 
which lets it appeal to a particular 
audience, rather than gamers in 
general. Other than that, what can 
really be said about this game, 
other than expect it’s standard 
gambling game fare. -Alex 


| work with Windows all day long. 
Being a hard-core computer 
gamer, it’s difficult to be pecking 
away at a document or spread- 
sheet, wishing | could harness the 
power of my PC for outsmarting 
the latest Alf@utingsmew World 
must've found) people like myself 
out there With the fist Vegas 
Games. foresee laptop owners 
and lunchisbréal game junkies 
enjoying theSe games the most. 
They're simple, pretty and the 
relaxing voice files prompt you on 
an MPC. I’ve seen these games 
available as shareware, but New 
World's interface has more polish. 
Windows users will strike it rich 
with MVG. -Mike 


Gambling usually isn't my thing in 
real life, but I’ve taken kind of a lik- 
ing to More Vegas Games. All of 
the titles are very simple-there's 
no tutor like you'll see in the more 
hard-core gambling simulations, 
but the New.World_opes. are pretty 
laid-back#@nd Tins Trees no real 
pressure of YouNVOG just place 
your bets and go@ilikedthe inclu- 
sion of Ba@Garat\(Gtidegaine, that) 
and horsé*facing, attheugh it would 
have been more fun if you could 
bet perfectas and trifectas. There 
isn’t a lot of game play, but as 
something to do for a few minutes 


or a few hours, it’s perfect. Don’t 
expect a real feast, but plan for 
solid gambling fun. -Steve 
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Where will you fire 


ecreate the power and excitement of the Civil War! As the 

' leader of either side in this challenging simulation, you 

A Wectruit, train and direct your armies around the American 

countryside. When two armies clash, fight out a Micro Miniatures 

battle in fast, high-resolution animation! Historically authentic, 

The Blue and the Gray features up to 200 animated figures per 

battle, naval units and blockades, river and rail transport, 
breathtaking graphics atmospheric sound and music. 


Authentic historic interlu 
atmosphere 
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Severed Heads 
by RAW Entertainment 


Overall 5 8% 
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Intelligence 
Graphics 


No. of Players One player 


Some people will do anything to 
try to find the secret of living forever. 
It is the year 2255, and Biotech Lab- 
oratories has successfully incorpo- 
rated new cloning techniques with 
cryogenic research. However, as 
with most scientific progress, some 
drawbacks are to be expected. 
Sadly, deaths are usually not hoped 
for, but sometimes occur. The drug 
Halcodil, used to reanimate tissue, 
caused many patients to break out 
in fits of extreme, uncontrollable 
rage. Since the drug surfaced, death 
rates on the colony have skyrocket- 
ed. Now, after only 10 months of 
being on the market, it has become 
illegal. Not coincidentally, there 
have been a rash of murders lately, 
each with the victim's head being 
mercilessly lopped off. The latest 
death was that of a Biotech employ- 
ee. Who is behind this brutality? 
You take on the role of a Narcotics 
Control Organization agent, bent on 
determining the murderer and bring- 
ing him, her or it to justice. You'll 
need nerves of steel to deal with the 
horror in this game! 


Controller: Mouse 
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A recent series of murders puts you on the 
track to find the gruesome killer. 


Talk to everyone you see, including familiar 
faces, such as your assistant. 


You never know what will turn up in a small 
storage area. Frozen tabby, anyone? 


Travel across your world as you search for 
clues to the baffling case. 


The Epcot center? You wish! This is definit- 
ly not Disneyland. 


| do not have a problem with com- 
mand driven adventure games like 
this one. | just do not think that this 
one is particularly well done. The 
interface was rather clunky by 
today's standards and, while | may 
be spoiledssishavesnosdesire to be 
thrust yack Mto Aie steneage of 
bad m@nu interfaces. The game 
also just dd@S nót go faptoward 
capturifig the players interest. 
When you first start olf, you do not 
have a very good idea of what is 
expected of you and even less 
reason to really care. Severed 
Heads may be socially redeeming 
if it keeps someone from going out 
and acquiring their own, but that is 
all it is good for. -Alex 


Being a weekend programmer 
myself, | know what it's like to 
design, program and debug your 
own creation. lve even written a 
few simple graphic adventures and 
commercial utility programs in my 
time. Sevgreudstieagdssiooks like 
one of my early creations. | know 
its got to [AU Tysay this, but my 
early creationS| Weré feally weak 
and so is this @ame} The artwork 
isn't that bad except for the lazy 
digitized work. The interface isn't 
that good either, having to scroll 
through a command list. Bob 
Bates knows what a good text 
command method is. In fact, the 
only command ! enjoyed clicking 
on in SH was "QUIT." -Mike 


| love the name, and | like the sto- 
ryline, so waht's wrong with this 
picture? The interface. To my 
mind, it's a not a problem when a 
game decides to use and older 
interface if that method of control- 
ing the.gamesis aethied and true 
one. | do*haye'a/problem When the 
interface is Unfriéndly or difficult to 
use. Such{ig the ‘GaSe herey | would 
have greatly prefered 3" straight 
text intefface to tH'e*SCrolling list 
provided (or at least been given 
he option). Other than that big 
urdle, Heads is a decent piece of 
software. The story is innovative 
and the graphics are pretty nice, 
oo. A better interface would equal 


[a much better game. -Steve 
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Playability 


Sound Support: Ad Lib Gold, Sound Blaster, 
Roland, Pro Audio Spectrum 
Controller: Mouse (required 


Available for: PC and compatibles 
Designed by: Stormfront Studios 


You are the baron of a small com- 
munity. Having just received your 
title and holdings, your property at 
this time consists solely of your 
home keep and a couple of loyal fol- 
lowers. However, there is a party of 
hopeful adventurers at your gate. 
These men and women have grown 
tired of constant travel and would 
gladly trade their skills and service in 
return for a place in your future 
realm. The followers that you can 
call to your banner and those of your 
new retainers will allow you to 
expand your miniscule property into 
a looming empire. At first, your peo- 
ple will be happy and content. As 


|l 


Evil hordes of creatures are ravaging the 
country, bringing death and devastation. 
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Select up to five characters from different 
classes to help you build your kingdom. 


long as their housing and food 
needs are taken care of, they will 
come to love their new lord. 

Do not become too complacent, 
for the putrid stench of evil looms on 
the horizon. Monstrous creatures 
under the command of a greater, 
darker force are gathering on your 
borders, just beyond the vision of 
your scouts. Soon, they will begin to 
Sweep down from the mountains to 
try to destroy the lives of your peo- 
ple. You have two options: you can 
meet them on the borders and 
attempt to repulse wave after wave 


Each character has his or her own keep and 
attracts their own group of followers. 


of crawling horrors, or you can call 
together your free units and take the 
fight to them. If you can demolish 
the places from where they origi- 
nate, then you will end the threat of 
that creature forever. Watch out, 
though, there may be more where 
those came from. 


ce Chamber upgraded, 


Watch as workers erect scaffolding and 
construct new buildings and improvements. 


Your kingdom will be comprised of 
one to five keeps controlled by your 
five leaders. These leaders will be 
created from seven different classes 
(cleric, dwarf, elf, fighter, halfling, 
mage and thief) with five basic sta- 
tistics to determine how powerful 
they and their followers are. Each of 
the five will begin to attract followers 
depending on their charisma and 
how well their people’s needs are 
cared for. Units will be of the same 
class as their leaders, with fighters 
attracting both archers and warriors. 


As the game progresses, if you do well, you 
will get promotions in rank. 


These units can be assigned to treat 
a particular area as their home or 
can be placed on ready status so 
that they can be called to where they 
are needed. Home based units over- 
see the clearing of land, building 
new structures and general mainte- 
nance of your kingdoms. Through 
the individual control pyramids, you 
can instruct the followers in a certain 
area to concentrate their efforts 
more on building, recruiting new 
units or training in order to obtain 
higher levels. 

There is a large selection of struc- 
tures which can be constructed to 
help out different aspects of your 
realm. Housing and farms are the 
most important and common things 
to build. There are also granaries 


The large overhead map allows you to get a 
better look at a larger part of your empire. 


Do battle against evil in its myriad forms. 
Burn the foe's foul keeps to the ground. 


and vaults to store excess gold and 
food for times of need. Temples, 
social halls and arenas help your 
units to gain experience more quick- 
ly, while forges, fletchers, armories 
and magic mills supply your follow- 
ers with better equipment. Besides 
creating the buildings, you can also 
improve many of them to increase 
their usefulness for a high cost. 
Some edifices cost good money to 
maintain, but with stores, inns and 
the valuable ore and gem mines, 


With patience and good management, who 
knows what you may accomplish? 


you can balance your economy. 

You choose from three alignments 
(lawful, neutral and chaotic) from the 
beginning which determine your vic- 
tory conditions. As you reach certain 
levels of ability, you will be rewarded 
with advancements in rank, all the 
way up to Emperor. Your followers 
will serve you well and loyally, but 
ultimately it is your job to maintain 
your stronghold. 


The goals differ according to your align- 
ment, but becoming Emperor is worthy. 


When got my hands on Stronghold 
| a couple of months ago, | fell in 
love almost immediately. My origi- 
nal opinion of the graphics style 
was not very high. It did not take 
long for the game to change my 
mind. Visually the game works 
very well, and | am amaze 
it is detailed enough to dis 
buildings in surroundin 
around the one you are viewi 
even updates the backg 
when new structures are built. An 
attractive medieval soundtrack and 
nice sound effects are also fea- 
tured. The game slows some at 
times. You may even experience a 
couple of seconds delay now and 
then, but when you consider all 


For hard-core D&D fans, here’s a 
hard-core D&D game with lots of 
atmosphere and an expansive 
world of game play. There’s a lot 
of Populous, Castles 2 and even 
Dune 2 in this conquer-the-world 
game. Although | can’t personally 
project my mind into a wg 
D&D, for those who can, th 
breathes atmosphere, righ 
to each pixilized on-screen 
appreciated the ability to 
small and large view windows W 

the line-of-sight and top-down 
views, respectively. | also found 
the on-line help, while broad and 
sometimes obvious with regards to 
advice, a welcome gesture. 
Stronghold also offers multiple 


that the computer is keeping track 
of, it does it amazingly well. The 
game play has a vague SimCity 
feel to it, in that you are building 
your kingdom, block by block. You 
are responsible for seeing to the 
needs of your people. If you do so, 
ur realm will flourish. That 
pa the game, by itself, is 
to make me want to play it. 
Whi ou combine it with the fan- 
me and concepts of Dun- 
geons and Dragons (still one of my 
favorite role-playing systems) you 
have a surefire winner. | find it like- 
ly that | will be playing this game 
regularly for some time. | would be 
very surprised if Stronghold does 
not make my yearly top ten. -Alex 


. meaning to me except for their 


scenarios with different. D&D style. 
enemies to conquer and defend 
your colonies against. Thoi igh th 2 
game has many strong 
there were just a few minor qualms ; 
| had with it. Movement, though 
straightforward, would've been 
r in the line-of-sight mode 
the method found in Dune 2 
than the compass-style 
r cursor keys (I know, it’s 
. The 3-D landscape, while 
correct, was simplistic looking. | 
expect more than filled polygons. 
Finally, I’m not one for D&D, so 
dwarves and fighters have little 


strength in beating the bad guys ‘til 
they quiver no more. -Mike 


Stronghold was a little disappoint- 
ing to me right off the bat since it 
was D&D Stronghold, not 
Advanced D&D. Not having the 
advanced rules limits the game 
somewhat, since you can only 
choose three alignments and char- 
acters can be one class or 

human. Beyond that, tho 

game has a lot going for 

thing that’s a very nice a 

seeing the workers buil 

castles and other structures. That 
helps pull you into the game and 
makes it a lot more fun. It could 
use some more regular updates on 
how buildings are progressing, 
though, since my castle went from 
0% completed to 34% completed 


in the blink of an eye. Stronghold 
is a refreshing change of pace, 
though, because it gives you a 
chance to play in a fantasy world 
without having a quest to com- 
plete, a maiden to rescue or an 
evil wizard to smite. While some 
this lack of direction bor- 

ught it was a relief to just 

k and watch my kingdom 
course, there is combat in 

e, with your henchmen 

and followers doing all the hack- 
’n’-slashing. Stronghold may not 
be as frenetic as some like, but | 
think the calmer pace mixed with 
the fantasy setting and the need 
for expansion makes for a satisfy- 
ing blend of styles. -Steve 
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 BOWSER'S 


THE SOFTWARE TOOLWORKS PRESENTS 
A ie hp ADVENTURE 


LICENSED BY 


Deep within Antarctica, 
the evil Bowser has kid- 
napped Mario and plans to 
flood the planet by melting 
the snow. Bowser has the 
latest in high tech - the 
Passcode Operated Remote 
Transportation And Larceny 
System (PORTALS). Using 
the PORTALS, Bowser's 
lizardly henchmen steal off 


fi cities W 7c i dly deeds. 
to famous cities where they commit dastardly deeds MARIO IS MISSING! has great 2-D and 3-D graphics, 


It's up to you and the a new Mario music soundtrack, lots of help screens 


"ever-true-to-his-bro" Luigi to and a fold-out map to help you keep 
travel around the world, rescue track of facts, clues, photos 
national treasures and find the and data. 


missing clues to save the world 


from destruction by Bowser. Best of all, it's Mario's 
You'll explore exotic locations, greatest adventure yet. Around 

Travel the world instantly r " i 
through PORTALS ` chat with friendly (and not-so- every shadowy corner, in every 


exotic city -- there's always 


} 4 Keep track of your clues, 
something new: facts and cities with your 
fold-up map 


friendly) natives, collect 
valuables, outsmart the 

thieving Koopas, master 
the Globulator, and then 


rescue Mario ina 
seus = You Now! 
Snap a perfect picture in e 


famous cities of the world! 


Mario has been your true-blue friend for years. Now, 


A ) For NES? Super NES? he needs your help. The evil Bowser has your favorite 
r and IBM® PC & 
Compatibles 


plumber in his grasp and it's up to you and Luigi to 


rescue Mario and save the planet from destruction. 
And it's time for you to be a Mario hero! 


ru MARIO IS fs 
1-800-234-3088 MISSING! 


THESOFTWARE TOOLWORKS, 


™ and © Nintendo of America Inc, © 1993 The Software Toolworks, Inc. All Rights Reserved. Mario Is Missing, Mario, Luigi, Bowser, Super Nintendo Entertainment System, 
Super NES and NES are registered trademarks of Nintendo of America Inc. IBM is a registered trademark of International Business Machines Corp, 


Bloodstone 
by Mindcraft 


Graphics 
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GAME SPECS: 
Requirements: 286 or better, VGA, 640k, 
12 mhz or better 
AdLib, Sound Blaster 
and compatibles 
Controller: Mouse (Required) 


Sound Support: 


The glories of Khamalkhad, the 
axe of power forged from blood- 
stone, have long lived in your mind. 
You play the role of a young dwarf, 
orphaned in battle and searching for 
magical treasures from the days of 
legend, when gods walked the earth 
with their children. Bloodstone takes 
place eons before the world of “The 
Magic Candle,” and it is up to you to 
save the lands of Tarq from the 
insipid menace of the Taldors, who 
are ravaging the fair countryside 
from their lairs in the mountains. The 
entire elven existence is in disarray, 
and you, along with your band of 
hardy adventurers, must seek the 
wisdom of the ancients and the 
power of the ancient sword. Those 
familiar with “The Magic Candle” will 
find this game’s looks familiar, yet 
refreshed with crisp graphics and 
smooth game play. An easy user 
interface allows quick decisions to 
be made, wether talking to another 
character or engrossed in a heated 
battle, by the simple click of the 
mouse. Explore the untamed lands 
of Tarq on your quest for peace! 
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The dwarves’ peaceful existence was about 
to come crashing down. 


The Taldor raiders began attacking and 
killing the dwarven folk. 


It is now your task to venture forth and rid 
the menace from the land of Tarq. 


Huge areas are waiting for you to come and 
explore them, in order to bring peace. 


The evil Taldors will ambush you at any time 
or place, so be prepared! 


The gaming system and graphics 
will be familiar to those who have 
played any of the Magic Candle 
games. However, a few improve- 
ments have been made. For one 
thing, your people don’t continually 
becom gegen sticao alking 
aroun diine J6Gu diysetdewWhile | 
like Blogdstere Wi genefaly there 
are a GOUDTS Of annoying wacets | 
would WKeiiG aadreSSeineombat, it 
can be extremely easy to get your 
whole party wiped out, particularly 
near the beginning of the game. 
Tied in with that, if you are not able 
to resurrect party members at the 
end of a tough battle, they are 
gone for good. Very, very annoy- 
ing. -Alex 


This adventure offers a lot of 
exploration for the buck. Actually, ! 
felt like | was playing Magic Can- 
dle IV, since the interface was a 
direct import from that series. The 
magic, combat and interaction sys- 
tems argyallule4same»as other 
Mindcraft Games ($07 picking up the 
play mechamies COm@sWery easily. 
Some offie digitized sound 
effects argidramaticallyp humorous, 
but get irritating after awhile. | 
would've preferred an auto combat 
feature to break past the battles. 
The game did offer some enjoy- 
able quests and sub-adventures. 
All in all, | found Bloodstone enter- 
taining; not the scope of an Ultima, 
but fun nonetheless. -Mike 


Dwarves, according to most fanta- 
sy, tend to be rather dour and pes- 
simistic, which makes them sel- 
dom the subject of a game like 
this. |, however, always liked dwar- 
ven characters in books, etc., so | 
was drawgstesthis tillessbhe story is 
very intesto a nawel thought 
out. My wamp roblidM with the 
game is4fhat ive. never/been sold 
on the efiginesor Mínderafr RPG's, 
so | could WISI Tor à different inter- 
face. If you can live with that, 
Bloodstone is both interesting and 
entertaining. There's a lot to 
explore and a good amount of 
combat, which livens up the action. 
It's worth a good look for RPG’ers. 
Not bad, not bad. -Steve 
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Enter the world of thoroughbred racing 
in a unique first-person perspective 


UTAMYHAY 1:09.1 
Knowledge wins the game: check the THIRDGALLOM 1:35.22 
lounge bulletin board and computer i 

for stakes races, information on past 
races, and horses for claim. 


uarter Pole® transports you to the grounds of Blue Rock 
Downs; see the sights, hear the sounds, and feel the 
excitement of thoroughbred racing like never before! 


Up to 10 players can choose from a variety of opening scenarios 
with the same goal: to create their fortune. As a bettor, check 
out the racing form before you bet the farm. Play trifectas, 
exactas, and daily doubles to really make some money. 


When you own a stable, you can hire the best available trainers 
to keep your investment fast and healthy. Buy and sell 
horses at the auction, and enter them in the races that will 
make yourich. There are ten 
races daily, including claims 
and allowance races, and 
over 125 stakes and 
handicap races throughout 
the year 


Saddle up for great 


fe 


To receive a free MicroLq3 


MicroLeag 
University Office Pla 
262 Chapman Roadg 
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Seal Team 
by Electronic Arts 


Overall 
Ratti: 81° 


QBOoOaa ge 


Graphics 


Sound Support: Sound Blaster, Ad Lib, 


Roland 


Si 
of Playe One player 


A Seal Team jumps from a Huey 
deep behind enemy lines in Viet- 
nam. They belly crawl 200 yards 
through mud and under the scream- 
ing rounds of a VC-fired AK47. On 
the left flank, a man is hit. The team 
radios for for air support and a dust- 
off, and the night is lit up with tracer 
rounds and the thump of mortar fire. 
Welcome to the Mekong Delta in 
Vietnam. You are the point man 
leading a team of specialists deep 
into enemy territory to complete 
high-risk missions of rescue, recon- 
naissance and sabotage. You'll lead 
the charge using an innovative 3-D 
engine in both first- and third-person 
perspectives. The action takes place 
in real time, so you will need to com- 
mand your troops quickly and effi- 
ciently. Give orders to the entire 
team, or maintain total control by 
giving assignments to each person 
individually. Crawl and shoot your 
way through four full tours of duty 
comprised of 80 historical missions. 
Seal Team was developed in con- 
junction with the UDT-SEAL Muse- 
um Association, Inc. 
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Deep behind enemy lines, the Seal team 
moves in on suspected enemy positions. 


uc reum vase 
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The overhead map can be used to direct the 
team and call in support units. 


— ad — 
*MACU-SOG notified us about a suspected 
base camp. It's not fresh intel," 


Pay attention to the briefing or get lost in 
the jungles of Vietnam. 


EEE APES SEED IST TSE 
While on a mission, the team is pinned 
down by enemy sniper fire. 


In a tight situation, you can call in the 
Hueys for an emergency pick-up. 


|| have seen an amazing influx of | 
| games of this nature recently. | 
| These games put you in control of 

| a squad of troops that you have to 

guide through a series of missions. 

| With perhaps one notable excep- 

| tion, almostealisof themssuffer from | 
| control awkwardness; Seal Team 
|is no exception. | just?do not feel 
that you hafe enough Control over 
the individllàl members of your 
team. | also do not care for the 
first-person perspective view. It 
| can often be difficult to see what is 
going on. This is even more true 
with night missions and trees | 
blocking your view. Realistic? Per- | 
haps, but I think it detracts from | 
the fun. -Alex | 


Saigon. | can't believe I’m still in 
Saigon. Seal Team tries its best to | 
recreate the tension and fear of | 
those brave men sinking deep into | 
the bush in Vietnam. On this | 
count, the game fails me. Even | 
with thesinventivesS®DMook, | just 
couldnt get into the mood of | 
| impending/danger The graphics | 
and sounds Couldn't convey the | 
dense jungles and;Solnds of twigs — 
| snapping in the distance. Another 
| problem is that the human condi- | 
| tion of combat doesn't translate 
| well. The emotion of the game is 
| about as cold as silicon at rest. 
The strategic side of the game is 
good, but it doesn't offer the 
human drama it wants to. -Mike 


Unlike Mike, | think Seal Team 
does an excellent job of establish- 
ing a creepy mood. While | may 
not have felt like | was in the jun- | 
gle, | did have the distinct feeling | 
of being watched. The control | 
| Scheme jnsSeal Teampis not per- 
fect; it does také Some time to 
| learn how tefeontrol Your men, and 
|| found @t rather awkward. | pre- 
ferred thé mouse andikeyboard to 
the joystick which thought con- 
trolled rather poorly. | like the look 
of the jungle, | think the music 
adds a lot to the experience, and 
the cut scenes on insertion and | 
dust-off are very much appreciat- 
ed. Seal Team is a tough one, but | 
worth every minute. -Steve 


Wing Commander Academy 
by Origin 


Graphics 
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Requirements: VGA, 2 megs RAM 


Roland, Ad Lib, 
Sound Blaster 


Designed ‘igi 


Sound Support: 


Origin Systems 


istributed by: Electronic Arts 


tail 


Whether you have played Wing 
Commander or not, you can quickly 
get into the action of Wing Comman- 
der Academy. Talented cadets are 
needed to fight the growing threat of 
invasion from space. So, a collection 
of the best and brightest are given 
the honor of training within the hol- 
lowed halls of the WCA. And what is 
the most important factor of their 
education? The spaceflight combat 
simulator, of course. Here, the future 
ace pilots of the Confederation learn 
just how rough it can get in the cool 
depths of space. You get to cus- 
tomize your own missions by choos- 
ing what type of enemy craft you will 
be facing at each navigation point 
and how many. Or, you can make it 
random. The choice of what type of 
craft you are in and which one of 
four wingmen you want by your side 
is also up to you. If you really want 
to see how good you are, take on 
the challenge of the Gauntlet where 
you face wave after wave of increas- 
ingly more difficult opponents. The 
Academy wants you, but can you 
handle the final exams? 
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‘hist SLURES 


Enter the simulator for space combat train- 
ing that will challenge the best ace pilot. 


— 


DIFFIGUTUSN 
Im | E e 
There are nine fighter craft that you can opt 
to fly into combat. 


sis i i AEN — 
Pick your wingman from four available or 
take on the enemy by yourself. 


Design missions where you determine what 
you encounter at each Nav Point. 


Are you ready to run the Gauntlet, forty-five 
waves of increasingly challenging foes? 


If you played and enjoyed Wing 
Commander, there is a good 
chance that you will like playing 
WCA. Other than the lack of a sto- 
ryline and pre-created missions for 
you to fly, it is essentially the same 
thing. Ogesthing, that thesgame has 
going for i iS giving you a variety 
of craft that you cantly wand fight 
against@Designing your Wn mis- 
sions is'&masser tothegame, but | 
would have liked to have seen a 
couple already made. The controls 
are not as smooth as they should 
be; at times, when using the key- 
board, the movement commands 
can interfere with your weapon fir- 
ing. WCA is fun to play, but needs 
fine tuning. -Alex 


Is this game really necessary? 


Three years ago, Wing Comman- 
der broke new ground with its cine- 
matic transitions and intense outer 
space action. These days, it’s old 
hat and the graphic engine is 
showing itage. Whilemplaying this 
latest incafMation, it Was à nice trip 
down mámor lainefbut I didn't see 
anything heW here other than 
some nW ahimation sequences 
and sound effects. The mission 
builder makes it easy to construct 
your own scenarios and the overall 
interface is well-designed. But, 
WCA's biggest shortcoming is that 
we've seen it all before. | can't rec- 
ommend this game, even to die- 
hard fans. -Mike 


| was a big fan of Wing Comman- 
der 2, so | looked forward to this 
release with a great deal of antici- 
pation. It was worth waiting for. 
While those who never played WC 
or WC2 may find themselves a bit 
confused.bysthis Game@sfor the true 
fans out rere) WEAS a game 
whose time has came Creating 
missions 1S*pretty dasy ahd since 
that’s reallysthe dorezoi the pro- 
gram, it eps it tremendously. 
Game play is good, although I 
found the ship maybe a touch 
clunky in control, but on a 386/33, 
there was no slow down at all. If 
you can't get enough Wing Com- 
mander, the Academy is waiting 
for your application. -Steve 


ce and sound quality and 
ilti-player capability for up to 4. 
With every option imaginable 
rom ultimate flipper control to 
nulti-ball and replay...complete 

- with flashing lights, bonuses, 
uzzers and bells, it's like having 
; your own personal performance 
machines right on your PC. 
SILVERBALL takes you where 

- pinball couldn't go. 


For information call MicroLeague 


1-800-334-6572 | WICHODEAGUE. 


Gateway 2: Homeworld 
by Legend 


Requirements: 640K, VGA/SVGA 


Sound Support: Sound Blaster, Ad Lib, 
Roland 


= 


As the human race continues to 
expand outward (thanks in great part 
to the high-tech artifacts left behind 
by the Heechee civilization), a huge 
artifact appears near Earth. No one 
knows its origin or its purpose. 
Speculation runs rampant that it 
could be the Heechee returning or 
that the ship belongs to the dreaded 
Assassins, a race of aliens who 
seek out intelligent life in order to 
destroy it. An ambassador mission is 
planned, but a new sect of people 
who worship the Assassins as gods 
have killed the ambassador. You, as 
an expert on the Heechee and 
Assassin races, have been called in 
to brief the new ambassador. How- 
ever, the sect has learned of these 
plans and is now after you! You 
must escape your apartment build- 
ing before they can find you and 
make it to the ship scheduled to 
launch toward the relic before the 
Assassin worshippers do. Once 
there, you must unlock the mysteries 
that surround the ship and find your 
way back to the comfort and security 
of Earth. 
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Alarms go off and sleepy crewmen stumble to their 
duty stations. Scientists study sensor readouts with 
a sudden sense of urgency. 


An urgent call warns you of the dangerous 
sect members heading your way. 


» 


Excellent cinema displays accompany your 
escape from your apartment. 


Once inside the alien vessel, your skills will 
be needed immediately. 


Gateway II is a prime example of 
the fine work that Legend has 
been producing in the text-driven 
adventure game field. The inter- 
face is not quite as smooth as an 
icon-driven game would be. With 
the wordscommangssystem, how- 
ever, yillara Given more freedom. 
Unlike the tist Gateways? which 
started? Out father=Siowly, the 
sequel plases you in the position 
of non-stop action from the begin- 
ning. You hardly have time to 
catch your breath before some- 
thing new comes along to dog your 
heels. The game is also pleasing 
both graphically and with its excel- 
lent plot line. If you like the system, 
you'll like the game. -Alex 


The Heechee are back, and 


they're extremely ticked off! Well, 
not really. But they do make an 
appearance in Legend's sequel to 
their first successful Frederik Pohl 
game translation. Homeworld 
picks upaWliBre. Gateway left off, 
and it starts With a great escape 
scenarios Mhe prose Works well 
with Pohls Characters and set- 
tings, andthe puzzles are well bal- 
anced between cakewalks and 
those requiring the hint book. 
Speaking of the book, | like the 
layout and the touches of humor. 
The only section | missed was the 
“Have you tried this?” area. On the 
whole, Homeworld is an entertain- 
ing sequel to Gateway. -Mike 


Gateway 2 has the same interface 
as the original Gateway, but the 
game is a lot more in-your-face. 
The first game took awhile to set 
up, drawing you in slowly, while 
this one jumps out of the screen 
from the geisges.It'ssasgreat inter- 
face (| préfeptypingte the mouse), 
and it's af@ally intrigiiing story. It 
builds fromthe first game in that 
you play the—Same character and it 
takes place not toð fong after 
Gateway ended. The graphics are 
nice and crisp, and the cut scenes 
are very cool. This is definitely a 
game to play to the end, and the 
inclusion of a hint book helps when 
you get stuck. Legend should be 
proud of this one. -Steve 
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HOUSE OF 


NUNES 


Numerology 
I Ching 
Tarot 


VILLA CRESPO SOFTWARE 


For IBM PC and TANDY compatibles. Supports EGA/VGA/SVGA graphics. SRP $49.95 Made in USA 


Unveil the 
mysteries of 
your future. 


The stars may have a clue about your destiny Seek your fortune in the Tarot card room > 


Let Rosemary 
be your personal 
computer advisor. 


Villa Crespo 
Vivid, animated SVGA, VGA, and EGA graphics. Available at Software Sellers Everywhere! Villa Crespo Software, Inc. Software 
Display, print, and save past, present, and future For more information, call 1-708-433-0500 1725 McGovern Street, © 1053-Vila Cresco Solwa 
predictions. Digitized speech and music with or fax 1-708-433-1485. Highland Park, IL. 60035. — ^ Equip 
Sound Blaster. Easy-to-use, with mouse or iage 


keyboard, on any IBM-compatible computer. 


Curse of the Catacombs 
by Froggman 


Graphics 
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Requirements: DOS 3.3 or greater, 


Hard Disk, EGA, 640k 


Sound Support: AdLib, Sound Blaster 


Controller: Mouse, keyboard 
Available for: PC and compatibles. 
Designed by: Softdisk Publishing 


Curse of the Catacombs is a true 
3-D virtual reality adventure! In this 
adventure game, you have been 
invited to dinner with your arch 
enemy, Nemesis. However, he 
never told you that you were to be 
the main course! You must stalk the 
deep, dark catacombs beneath the 
town of Morbidity. While here, you'll 
do battle with numerous beasties 
and other beings which will make 
you feel like you're reliving your 
worst nightmare in vivid 3-D color! 
Nemesis has used his evil, twisted 
magic to conjure up some terrible 
monsters to thwart your plans. 
Smash your way through 16 tantaliz- 
ing levels, finding keys and treasure 
to help you on your way. When 
attacked by the denizens of Neme- 
sis, it is either kill or be killed, so get 
ready to rumble. You are armed only 
with your guts, skill and acquired 
magic spells. However, these spells 
are not to be toyed with. You’ve 
felled many a monster with them, 
and you confidence is growing, 
along with your determination to 
destroy Nemesis. 
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Curse of the Catacombs offers dungeon 
mavens a refreshing 3-D perspective. 


Dare you challenge the great Nemesis as 
Novice or H 


Nemesis taunts you to enter his domain. 
You must destroy him, or die trying! 


You stand before the gate leading into 
the Toune of Morbidity. .. 


r non to defe: 
dees ide the 


the evil Nenes 


You will undoubtedly face many evi 
in the ruins below Morbidity. 


Loads of treasure await he who is patient 
and persistent. 


Expecting an explosion of awe- 
| some graphic images? Well, you 
|are about to be disappointed. 
| Curse is far from a visual feast. It 
|almost looks like a crayon- 
smeared coloring book come to 
life. If yousaresableste look past 
this, you" might tind Yourself liking 
the game. JE 1S dolbtfüll that you 
will mak@ this) Oe Gf your 
favorites Am this day land age of 
|technological marvels. On the 
| other hand, it has some solid 
| game play and a very easy-to-use 
| control scheme. Curse of the Cata- 
|combs is a straight action 3-D 
| maze game, which may appeal to 
people tired of the overcomplexity 
|of some other games. -Alex 


| Here's a game that tries to be 
| Wolfenstein 3-D in CRPG clothing, 
| and doesn't quite make the transi- 
tion. The graphic engine, based on 
id Software's older design, scrolls 
, moothly, but suffers from massive 
| pixilizatioggofythe gami&leharacters. 
| Your pétent wéapons include 
| magic abilitesisuch as casting fire- 
balls. IN fact, you need to Blow fire- 
balls into WallSto Open Secret pas- 
sageways in the possessed areas. 
| would’ve liked this idea more if 
the creatures waiting behind those 
i walls pounced on your bones as 
| Soon as the bricks came tumbling 
| down, but | was never surprised. 
| Sorry, Frog guys, but l'Il wait for 
Doom instead. -Mike 


| Curse of the Catacombs uses a 
| pretty decent engine to provide the 
| game play in this title. The game is 

very easy to control. However, it's 
| also very hard to see where you're 
| going, since the graphics tend to 
| get very.pixilized. Lhesether prob- 

lem withethe look oF the game is 
(that the graphies are So darn 
| gaudy that the\game AS hard to 
‘look at fOr extended periods of 
|time. AISO, the tougher difficulty 
| level doesn't add anything new; it 

just makes the monsters harder to 

kill. Froggman claims this game is 

a "virtual reality adventure." | 
| guess that phrase can be plopped 
| onto anything without any recourse 
| these days. -Steve 


menand monsters tiesin 
ruins. The bleeding land cri 
out for heroes: 


~~ A Join the Darkside of Xeen withthe Clouds of Xeen and. 
\ Enter d rem larger than two worlds combined... 


e 


"At last the Moons Are aligned, Büyour destiny awaits? 


NEW WORLO COMPUTING, ING. 
COPYRIGHT 1993, NEW WORLD COMPUTING, INC. 


MIGHT & MAGIC AND NEW WORLD COMPUTING ARE REGISTERED TRADEMARKS OF NEW WORLD COMPUTING, ING 
IBM SCREENS SHOWN. ACTUAL SCREENS MAY VARY. 


AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR Direct From New Worto at 1-800-325-8898 [on 1-818-999-0607 Oursine U.S.] P.O. Box 4302 Hotivwoop, CA 90078-4302 


Budo: The Art of Ninja Combat 
by Froggman 


Overall 
Rating: 21 9 
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Intelligence 


The way of the ninja has always 
been shrouded in mystery. Men clad 
in black appear from the depths of 
shadow to strike quickly with lethal 
hands, and then vanish back from 
whence they came. The followers of 
Budo have used this knowledge and 
unsurpassed skill to protect their 
lord, the mighty Shogun, for many 
years. Now, it is time for you to do 
the same. Twenty years of training 
have brought you to this point. The 
deadly Satsuma warriors are gather- 
ing and threaten the life of the leader 
of the Tokugawa clan. You must 
stop them in any way that you can. 
Run, jump and duck to evade the 
attacks of your enemies. Use ninja 
magic to summon up deadly throw- 
ing stars to destroy your foes. Your 
razor sharp katana is like an exten- 
sion of your will as you use it to cut 
down red-clad warriors, killer attack 
dogs, archers and other more nasty 
creatures. The last line of defense, 
you are all that stands in their way. 
Fight well, and bring honor to the 
ancient way of Budo, the Art of Ninja 
Combat. 
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chers 
as you work you way through the game. 


Collect orbs to increase your magic so that 
you can throw powerful throwing stars. 


Your primary method of attack is slashing 
with your swift striking ninja sword. 


Use stealth, skill and martial prowess to 
get through nine challenging levels. 


This fearsome dragon will prove to be very 
difficult to overcome. 


At the risk of being harsh, | would 
have to say that ninjas around the 
world are probably embarrassed to 
be portrayed in such a game as 
this. No wonder they hide their 
faces. The control is really messed 
up. Heclgstiie upsieeysdoes not 
even jump; instead, tt throws one 
of your pgregiolis thyéWing stars. | 
cannot tell ygürhow mich, magic | 
wasted that wey. Eyen When you 
are used to the control, you have 
to do things just right, or the dogs 
get a cheap shot you. Graphics do 
not make a game great. If they had 
been better here, they might have 
made the difference between bad 
and mediocre. Budo needs a lot of 
work to be playable. -Alex 


Does anyone remember the old 
Atari 400 game Bruce Lee? Relive 
the past and play this dog. You 
say you've got a $5,000 ultra- 
state-of-the-art MPC with 2 Meg 
VRAM on your SVGA card? No 
matter! (Bringsit baekdtóthe. days of 
CGA Wfithahis pointless\action 
game. Bado Wouldnt even get the 
time of day onthe NES/much less 
a decked=out PG) If this were 
shareware, you might download it 
and boot it up, only to quickly hit 
the “ESC” key and type “del *.*” at 
the prompt. | don’t enjoy being this 
harsh, but when | can’t think of 
something good to say (even the 
PC speaker sounds were annoy- 
ing), it's got to be a loser. -Mike 


Budo calls itself “The Art of Ninja 
Combat.” | fail to see how this 
tagline applies. Since your only 
moves are duck, jump, swing 
sword and throw ninja star, there 
really isn’t a ton of technique in the 
game. Theg,graphicssaresNES qual- 
ity (or lagk hereof) andthe sounds 
use all Of thesfiresand brilliance of 
the P@ Speaker. A majgr problem 
is the Control schemevof the game; 
to jump, yo tse the"€ontrol key, 
while pressing the up arrow 
accesses your magic. Wouldn't it 
make more sense the other way 
around? I'd like to say there's 
something new here, but Budo 
only serves as a pricey way to get 
formatible disks. -Steve 
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THE WAR AGAINST THE KILRATHI RAGES ON. * 
To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
TO OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK. 


PRIVATEER - WHERE DEALS ARE MADE WITH A HANDSHAKE 
AND BROKEN BY A VOLLEY FROM*A MESON CANNON. 


Actilal screens may vary. 


Privateer is a trademark of ORIGIN Systems, Inc. Wing Commander, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc. 
Copyright © 1993 ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems. 


Street Ball 
by Froggman 


In the year 2068, the biggest 
sporting craze is called Street Ball. 
Your family has been the reigning 
champions for a lot of years, and 
this year is your turn to defend the 
title. The object is to pick up treasure 
on each level before slipping into the 
exit. Of course, it isn’t that simple. 
The only ways to move around the 
course are to grab onto a wire and 
slide along or bounce off the walls. 
Throw in some lasers that fire at will, 
dematerialization beams and phan- 
tom balls programmed to knock you 
off course, and you’ve got a real 
challenge ahead of you. And 
defending the title isn’t going to be 
just one level and quit. No, you've 
got to battle and bounce your way 
through twenty levels that get pro- 
gressively harder and more diaboli- 
cal. Playing to win requires a steady 
hand and split-second timing. You 
can always pick up some extra trea- 
sure and maybe a few bonus lives to 
help see you all the way through to 
the end. You'll need those lives. 
Hey, no one ever said being a 
champion was easy! 
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HEF Pointi 8 


SPRCE-Back fo game Fi-Hele 


On each level, you must collect treasure to 
advance. 


Travel along the wires and wait for the right 
moment to bounce off. 


ch 


Touching the electric current is a shocking 
experience! 


Being hit by a laser takes hit points off your 
ball. 


E gne, UE 
Use the teleporters to advance to a differ- 
ent section of the level. 


Streetball is simplistic, frustrating, 
graphically inferior and has pitiful 
sound effects. You have virtually 
no control over your ball, other 
than when it moves off of one of 
the bars and in what direction. This 
often leavesmyou ercy of 


timing, ag cement 
of obsta ginning 
levels for the 
novice p ot really 


give you any introductory levels to 
get used to the game mechanics. 
Even when you have collected all 
of the treasure that you need for 
the level, you still have to find the 
exit. The only way that | can see 
anyone really liking this game is in 
small doses. -Alex 


Of the three Froggman games in 
this issue, Street Ball showed the 
most promise. The graphics are 
still cheap shareware fodder and 
the only sounds are blips and 
boops from the PC speaker, but 
€ re. Using 
the ball | 
walls to 
rategical- 
vance to 
the next level. Higher levels offer 
| more difficult labyrinths to navigate 
and baddies to avoid. That's Street 
Ball. At least Brix had today's 
graphics, sound support and brain 
tickling puzzles. What has Street 
Ball got going for it? | guess you 
could run it on an old 8088. -Mike 


Street Ball is different from most 
other action/puzzle games I've 
played, but this doesn't make it 
great. The game play is limited to 
deciding when to jump off a partic- 
ular wire and hoping you guessed 
the angle ri hi concept 
is kind of i first, the 
game we. 
| graphics 
eyestrai 
would be 
more controllable and if the obsta- | 
cles (with the exception of the evil | 
black ball) moved around as well. 

| As it stands, Street Ball is hard to 

| recommend. If you've got a han- | 
| kering to waste some time, this | 
one might be good. -Steve | 


Metamorphosis is the Shadowcaster's Strength... 


And his Achilles’ Heel. 


1 


| s the Shadowcaster, you take on many forms in the 


adventurer, the fierce, six-limbed cat, the versatile, 
flying dragon and others. 


But change comes at a price. In one form, you're quick and 
agile, but small and fragile. In another, you're a nearly 
indestructible giant, but ponderous and slow. You alter 
shapes at will — and each form unleashes new powers and 
reveals new vulnerabilities. 


The pace never falters in Shadowcaster, the unique new point-of- 
view action adventure from ORIGIN. You race through corridors 
lined with pulsing lights, and into chambers covered with sculpted 
faces in this smooth-scrolling, fun-filled odyssey. 


You discover magic, but you won't need to mix reagents or 
memorize spells. You weave your way through dungeons, caverns, 


castles and caves, but you won't have time to linger — the powerful 
and wicked lurk at every turn, just waiting for the chance to draw 
first blood. In the final battle, you challenge a being with powers 
that match (or surpass!) your own — and the irresistable force 
meets the immovable object. 


An Electronic Arts* Company 


P.O. BOX 161750 AUSTIN, TX 78716 


ta ©Copyright 1993 ORIGIN Systems, Inc. Shadowcaster is a trademark of 
ORIGIN Systems, Inc. Raven is a trademark of Raven Software. Origin 


" "m and We create worlds are registered trademarks of ORIGIN Systems, 
Designed by Raven™ Software fine Beclronic Aris Ma registered trademark of Electronic Arts. 
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No. of Player: One player 


In the year 2370, the Time Wars 
broke out, but it was not until thirty 
years later that the war entered its 
most dangerous phase. Northern 
Endalion reacted quickly to changing 
circumstances, and they sent forces 
back in time to establish bases in full 
knowledge of future enemy actions. 
Thus, the war in the present could 
be altered by taking the battle to the 
past. It was awhile before your 
Myarn forces realized this tactic and 
created the AG-9 Walker, a huge 
weapon capable of travelling back 
through time to challenge the 
Endalion units. The Endalions 
attacked the Walker production 
installations, destroying them. Now 
you pilot the only Walker left. Armed 
with twin laser cannons and the 
knowledge that four key Endalion 
bases, if knocked out, will destroy 
their forces in the present, you must 
travel through zones of time, taking 
on all comers. Enemy units from sin- 
gle men to huge tanks will attack. 
Each must be destroyed if you are to 
save the Myarnian hopes of winning 
the Time Wars. 
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Pedestrians are granted no mercy. It’s kill 
or be killed. 


Masses of paratroopers are a mere annoy- 
ance for the awesome might of the Walker! 


D30290 


| 


Both guns and troop transports will make 
moving forward difficult. 


Each level ends with a boss that takes 
more than a few shots to destroy. 


In Los Angeles, you'll be attacked by cars 
and helicopters as well as infantry. 


Walker is an intensely cool non- 
Stop action game. This is exactly 
the kind of game I could see in the 
arcades, but here it is on the home 
computer! The game is very sim- 
plified. There is practically nothing 
to it, andgyelsibis stilisasgreat way to 
spend(Sormeqiree fime" Me point of 
the gamietis,ShGot or be |Shot, and 
frankly, YOU Mave aot Amore fire- 
power tam tre enemysdoes. | am 
a little surprised at hoW easy it is to 
control, considering the fact that 
you have to use the joystick to 
move and the mouse to control 
your gun. The animations of the 
walker unit are superbly done, and 
the background graphics set the 
proper mood for the game. -Alex 


Though | like a computer game 
that will challenge my intellect, | 
also like being reminded of my 
roots. Having been weaned on 
Missile Command and Defender, 
fresh arcade shooters will always 
have a placesimmyAibramyps.l ve just 
made a\§pot for WalkerNit reminds 
me of CRUSAyCrumBbhes8 Chomp 
meets ihe hostages’ from 
Choplittermihe cántror scheme 
works best using the cursor keys 
and the mouse. The Amiga was 
made for this type of game, and no 
one does them better than the lads 
at DMA Design. | only hope that 
the PC version will have better 
color palettes, since the drab back- 
grounds were a downer. -Mike 


| really enjoy a well-made arcade 
game, and Walker is just that. It’s 
a real blast to shoot the little dudes 
running around you and knock 
enemy choppers out of the sky. 
While the game plays pretty well (I 
liked thesjoystick/mouse. combo), 
the gapmi to UGhes=are what 
make Westitle Tae Walkers head 
tracks thelGursof, Shoot para- 
trooper,mama@ Mis ctes as he 
plummets*to the growed? Walker is 
a difficult game, but it’s hard in a 
good way; the controls don’t get in 
the way of the action. | like the 
variety of enemies included, 
although sometimes the snipers 
can be kind of hard to spot against 
the dark backdrops. -Steve 
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“The Seven Secrets 
of Life" 


> 


Quantum Quality Productions, Inc. 


Seek out the seven secrets of life MODEM PLAY The “Red Crystal: Seven Secrets of 
.... Can you forge through the 1 OR 2 PLAYERS WORKING TOGETHER Life” is for the IBM PC. It can be 
evil that lurks in the depths of the OR IN HEAD TO HEAD COMPETITION — pes do — 
eae dungeons, Lis Ris BREATHTAKING GRAPHICS -—- Sa y 
Countryside? Ploy alone or wiih FASCINATING ECONOMIC SYSTEM ' 908-788-2799 

a partner. Simply, one fine LARGE VARIETY OF MONSTER TYPES 1993° Q.Q.P. All rights reserved. 
adventure and role playing OVER 50 DUNGEON LEVELS IBM is a trademark of International 
endeavor. AUTO-MAPPING FEATURE Business Machines. 


Notebook Gameport 


by Colorado Spectrum 


How many times have you had 
your notebook PC on your lap or at 
your desk, and you wanted to take a 
quick break and do a little flying in 
an P51-D Mustang? Ah, but you had 
no rudder pedals hooked up to your 
portable. Well, with Notebook 
Gameport, you can hook up pedals, 
a joystick and a mouse at the same 
time, without having you worry about 
jumpers, speed adjustments or other 
calibrations. 

The Notebook Gameport converts 
your high-performance notebook 
computer into a serious flying 
machine. Simply connect your 
favorite yoke or joystick and rudder 
pedals to your notebook through the 
Notebook Gameport, and take off 
into the wild blue yonder! Use it at 
home with your external VGA moni- 
tor for the full effect, or carry it with 
you for unwinding on the road. You 
can also use it with your desktop for 
the easiest joystick connection avail- 
able! The Notebook Gameport sup- 
ports most popular flight and road 
sims, including World Circuit. 


This thing is an excellent idea. | am 
a little surprised it took someone so 
long to come up with something like 
this. Since ! do not own a laptop 
myself, my uses for such a device 
are ob om at limited. 
Howev 

one will 

in quit 

the ga low yo 

to play them the way they are 
meant to be played, anywhere you 
can take your laptop. If you have a 
portable, and want to occasionally 
play games on it, the Gameport is a 
must have. -Alex 
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NOTEBOOK 


GAMEPORT. 


Now here’s an interesting device! 
For gamers on the go or desktop 
owners with limited ports, this latest 
invention allows you to plug an 
analog joysti 


driver, you won't get far. Another 
limitation is that only games that 
support this hardware can take 
advantage of it. Still, $50 is a small 
price to pay for the latest sims on 


your laptop. -Mike 


RT 


ROTEGOOXK 
GAM 


Im not a laptop owner or user, so 
the main market this device is 
intended for is lost on me, but as a 
PC user, | have to admit that it’s 
pretty clever. For a machine with 


the g ic detail 
and speed required to play a high- 
end flight sim, it's still a worthwhile 
purchase, since it's inexpensive 
and well made. Kudos to Colorado 
Spectrum for capitalizing on a mar- 
ket with a solid product. -Steve 


The time: World War II 

The place: The South Pacific 
Wage war for the sole ownership 
of the South Pacific. Historically 
correct battles challenge all, to 
do better than the Navy did as 
it happened in WWII. Not only 
naval combat, but air and land 
combat. Create and transport 
armies to enemy ports through 
air, naval, and bombardments 
from your adversaries to take 
over their bases. 


MANY SCORCHING BATTLES TO 


CHOOSE FROM 

PLAY JAPANESE OR U.S. FORCES 
MODEM PLAY 

EXPERT MENUS OR NOVICE MENU 
SEVERAL LEVELS OF DIFFICULTY 
STUNNING HISTORICAL ACCURACY 
HUNDREDS OF SHIP AND PLANE 


INTUITIVE INTERFACE 


-QQP- 


Quantum Quality Productions, inc. 


The “WWII: Battles of the Pacific” 
is for the IBM PC. It can be obtained 
through your favorite retailer or 
ordered directly by calling: 
908-788-2799 

19939 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


ecessores & Add- 


The Silver Seed 
by Origin 

Are you in the process of playing 
Ultima VII Part Two: The Serpent 
Isle? If so, you may be having diffi- 
culty surviving, because you just are 
not tough enough. The solution to 
this problem is on the way. The Sliv- 
er Seed is an addition to the Serpent 
Isle game, much like the Forge of 
Virtue was to The Black Gate. This 
program can be added in at any 
time, and it automatically updates 
your version of U7 Part2 with the lat- 
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MiG-29: 


Deadly Adversary of Falcon 3.0 
by Spectrum HoloByte 

For too long, the Falcon has been 
the uncontested king of the skies. 
Now, there is a new kid on the block, 
and he is planning on staying. The 
MiG is a Russian fighter jet that is 
considered one of the most deadly 
aircraft in the world. The unique hel- 
met-mounted targeting monocle lets 
you lock and drop enemy bogies 
before they know what hit them! The 
heavy arsenal of missiles, rockets 
and bombs makes sure that the MiG 
is ready for any situation. 
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THE 


ALVER 


est patches. It also installs a number 
of “hot keys” which overcome some 
of the inventory management prob- 
lems by allowing you to perform 
functions with a single keystroke. 
Five new challenging quests are 


ELECTRONIC BATTLEFIELD SERIES 


G2 


DEADLYSADVERSARY OF FALCON’ 30 


Spectrum HoloByte 


With the addition of the MiG-29 
program to your already existing Fal- 
con 3.0, you will be able to fly the 
original missions and those of Oper- 
ation Fighting Tiger as either plane 
from their opposing viewpoints. 

This is the first flight sim to offer 


included to test your wit and fighting 
skill. More importantly, you will be 
able to obtain powerful magic items 
that will allow you to reach new 
heights of power. You will wonder 
how you got along this well without 
the magic key ring, which eliminates 
the need to search your packs for 
the proper key to a door! Finally, you 
will be able find the Silver Seed, the 
item required to mend the damage 
done to the Serpent Isle. 


Drive Space: 
Retail Price: 


players the opportunity to fly in 
head-to-head or up to six player net- 
work competition in different aircraft. 
You can show your best buddy that 
he is not as invincible as he thinks in 
his Falcon when you come scream- 
ing across the morning sky in your 
spanking new MiG-29. 
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TECH SPECS 


Spectrum Holobyte 
lIFormats: | PC and compatibles 


Add'l Hard 
Drive Space 
[859.95] 


Retail Price: $59.95 
Falcon 3.0 


Close encounters nightly. 


For the cold reaches of space, there’s an awful lot 
of chummy people here. 

That’s because Federation I is no mere shoot-the- 
ship computer game. It’s an online universe full of 
people, romping and role-playing their way up the 
interstallar ladder of commerce, busily building their 
fortunes. And they’d love to throw some work your 
way so you can do the same — after the proper amount 
of bargaining, buying and bulling, of course. 

Good thing you can afford to stay and enjoy 
yourself. Our standard connect charge rate on GEnie 
is just $3.00 an hour in non-prime time. The 
subscription rate is only $8.95 a month. And 
that includes a credit for your first four hours of 
standard connect time each month! 

So stop in for a visit, and see what an adult space 


WWE 


GEnie istered trademark of General Electric Company 


Effective date as of 7/1/93. Prices subject to change without notice, 


es, Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. and selected holidays. 


fantasy is like. Meet us in Federation II — only 
on GEnie”. 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free:1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt,enter X'TX99228, BARGAIN 
then press <RETURN> 4. Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 
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Rosemary West’s 


House of Fortunes 
by Villa Crespo 

Over the centuries, as mankind 
has evolved, he has sought out 
ways to see the future. In ancient, 
more superstitious days, people 
often paid dearly for a glimpse into 
the future. Even the smallest bit of 
insight to help them to make correct 
decisions was worth a great deal to 
them. Whether you believe in for- 
tune telling or not, it can still be fun 
to see what “fate” has in store for 
you. 

Rosemary West's House of For- 
tune allows you to get your fortune 
told by five popular methods in the 


Imperial Pursuit 
by LucasArts 

The Empire was not pleased with 
the destruction of the Death Star, 
and with their still vastly superior 
strength, this means that the Rebels 
are in trouble. As they flee their base 
on Yavin, the mighty Imperial fleet is 
right on their tails. They have to 
establish another secret base, but 
first they have to escape the Emper- 
or's fiendish plan to destroy the 
Rebellion for good. 

Imperial Pursuit, the first add-on 
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privacy of your own home. Simply 
type in your name and birthdate, and 
you will be able to get a new reading 
every day. Find out what is in store 
for your sign with the power of 
Astrology. Or you can see what is in 
the cards with the mysterious Tarot. 
You can also try the scientific 
method of Numerology, the ancient 
oriental | Ching or the mystical Crys- 
tal Ball. You can get all of this with 
digitized speech and SVGA graph- 
ics, and best of all, it does not cost a 
fortune! 


TECH SPECS 
Developer: 


Formats: 


Drive Space: 


for the award winning X-Wing, gives 
the player a new tour of duty with 15 
more deep space missions to fly. 
Take on all new challenges, includ- 
ing the deadly Advanced TIE Fight- 
er. There are also new cinematic 
action scenes that tell the story as 
the Rebels seek out a place to hide 
from the Imperial fleet. 

A new top ace pilot is available for 
your use as wingman, and you now 
can play all of the original X-Wing 
missions in any order that you want. 
Strap yourself back into your A- 
Wing, warm up your engines and get 
ready to evade the Imperial Pursuit. 


TECH SPECS 
(Formats: | ^ PC and compatibles 
5 Meg 


Retail Pric $29.9 


Add'l Ha 
Drive Space 
il Price: 


5 
X-Wing 


This month in Additional Alter- 
ations we have a good collection of 
games coming to new formats. 

First up are a pair of pinball 
games. Pinball Dreams, which was 
previously available for the Amiga, is 
now out for the PC. This 21st Centu- 
ry Entertainment game gives you not 
one, not two, but four pinball games 
including Ignition, Steel Wheel and 
Nightmare. The ball physics have 
been reproduced as accurately as 
possible, so expect this one to play 
just like the real thing. 

Bally’s arcade favorite, Eight Ball 
Deluxe, is also now available for the 
PC. Amtex has painstakingly pro- 
grammed the game to be as realistic 
and fun to play as their previously 
well-received game, Tristan. So, 
Pinball Wizards, watch out! 

In the dark future, the crime lords 
have risen to the positions of true 
power. The world has been split into 
sections ruled by the various crimi- 
nal factions, but they are not satis- 
fied with that. There is only room for 
one Syndicate; you just need to 
make sure that it is yours. Expect to 
encounter cybernetically enhanced 
agents, intrigue and random vio- 
lence when you play Syndicate, by 
Electronic Arts and Bullfrog, newly 
developed for the Amiga. 

You may have played Microsoft 
Golf before, but never like this. A 
change of format to CD-ROM has 
allowed Microsoft to make this pro- 
gram even more impressive than it 
already was. Included in this new 
version are digitized sounds, new 
features and complete control over 
how you play your game. 

MicroLeague has put together a 
package for fans of their sports 
games. The Pro Pak brings you live- 
action video, digitized sound and the 
players from both MicroLeague’s 
Baseball 4 and Football 2. 

Lastly, SSI’s Great Naval Battles 
offers a great deal with their Admi- 
ral's Set. Get the original program 
with both scenario expansion disks 
and the scenario builder for the com- 
paratively low price of $80. 


Beyond fantasy. beyond legends. 


If you've been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GemStone III'". That's because this is 
no kill-the-dragon computer game. And it goes far 
beyond other so-called “ 


In this game, you're joining some of the best role- 


legends." 


players and game masters from across the country 
online, in real time, in a vast mythical world of 
adventure, magic and medieval chivalry — rich with 
fascinating characters and demanding quests. 
GemStone III is a game you can play forever 
you can afford to — because GEnie's standard 


. And 


Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free:1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt, enter XTX99227, LEGEND 
then press <RETURN> Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. 


connect charge rate is just $3.00 an hour in 
non-prime time. Our subscription rate is only 
$8.95 a month. And that includes a credit for 
your first four hours of standard connect time 
each month!' 

This is the ultimate in fantasy — and your 
friends are already here. So sign onto GEnie' 
today, and welcome home to GemStone II. 


1 U.S. prices. Non-prime time: 6pm to Ram local time. Mon.- Fri., all day 
Sat. and Sun. and selected holidays 

GemStone III is a trademark of Simutronics Corp. 

“Shadow World” is a registered trademark of Iron Crown Enterprises, Inc 
GEnie is a registered trademark of General Electric Company 

Optional graphic front-end program available for IBM PC only 


For more information about GEnie in the U.S. or Canada, call 1-800-638-9636, 
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Busytown 


by Paramount Interactive 


Kids of all ages remember the 
wonder world of Richard Scarry. His 
numerous children’s books helped 
scores of youngsters learn to read, 
count and think logically. With the 
helpful Huckle the cat and Lowly 
Worm, along with a host of other col- 
orful characters, Scarry’s works are 
now considered learning classics. 

Now, his imaginative universe 
comes to life on the computer 
screen with Paramount Interactive’s 


The Busy World of Richard Scarry: 
Busytown. Wlth this easy-to-use 
program, you can introduce your 
kids to the huge world of discovery 
in Busytown. It’s a fascinating world 
of total interaction, and all of the 
famous Scarry characters are here, 


The game is divided up into twelve 
separate playgrounds, each with a 
special puzzle or learning game to 
utilize. The playgrounds are rich with 
real-life experiences that will give 
your kid the thrill of learning by 
doing-all at an individual pace! 
Lowly Worm and his apple-copter 
guide the user through the interac- 
tive world, giving helpful advice and 
instructions on how to perform cer- 
tain functions in the game. 


In addition to the great learning 
experiences, Busytown features 
stunning VGA graphics which vividly 
depict the characters from Scarry's 
books. Huckle and Bananas Gorilla 
look just like they did in your favorite 
stories! Thirteen original musical 


Scores were also created for this 


unique learning tool. Best of all, 
since every part of Busytown is 
interactive, every visit is a chance to 
discover something new! 

Busytown meets guidelines set by 
the National Association for the Edu- 
cation of Young Children, which 


emphasize learning through play. 
Your kids will joyfully play through 
the entire game while learning addi- 
tion and subtraction, parts of the 
body, counting, directionality, pattern 
matching, problem solving, reading 
and much, much more! Join Huckle 
and the gang in a wonderful world of 
education and entertainment. 


We don't know from friendly skies. 


You've beaten all the flight sims? A furball 
doesn't raise a sweat anymore? Ten minutes of 
WWI combat isn't even challenging? 

Hmm... Maybe you are ready for Air Warrior". 

It's the most realistic combat flying there is. This 
game does more than correctly model 28 different 
aircraft, right down to spins, stalls and buffeting. 

In Air Warrior, you're facing the ultimate foes — 
other human beings, aviation fanatics, playing online, 
in real time, for as long as you all can go. 

Good thing you can afford to stay and play. Our 
standard connect charge rate on GEnie is just $3.00 
an hour in non-prime time. 'The subscription rate is 
only $8.95 a month. and that includes a credit for 
your first four hours of standard connect time 


each month!' 


1 U.S. prices. Non-prime time: 6pm to Sam local time, Mon.- Fri., all day Sat. and Sun 
and selected holidays 

Air Warrior is a registered trademark 
emark of General Electric € 
ted machines. Effective c 


i Corporation. GEnic is a 


ic interface required 


So if you think there are no challenges left, you've 
got to try this one. Air Warrior — on GEnie*. 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free:1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#=prompt,enter XTX99226, RESPECT 
then press <RETURN> 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 


Have a major credit 


Air Warrior 
on 


Hnie’ 


corporation 


(When company presidents need 
analysis of hot trends and future 
possibilities, one of the names on 
speed dial is “Arnie Katz.” Writer, 
lecturer, designer, consultant and, 
now, editor of Electronic Games, 
Arnie gives readers of Computer 
Game Review and CD-ROM Enter- 
tainment an insider’s look at the 
world of electronic gaming. This 
month, Arnie discusses the possibili- 
ties for a National Gaming Exhibi- 
tion. 

There’s never progress without the 
occasional backward step. The elec- 
tronic gaming industry took one 
recently. The decision is now official: 
the Summer Consumer Electronics 
Show will no longer admit the public. 
Thus ends a noble two-year experi- 
ment. 

Difficult as it may be for hardcore 
gamers to accept, the move was 
necessary. Electronic Industry Asso- 
ciation (EIA), the CES sponsor, pro- 


moted the consumer days despite 
considerable negativism and foot- 
dragging from major companies, and 
it has only abandoned the idea in 
the face of overwhelming evidence 
that it does not work. 

In analyzing the reasons the open 
door policy failed, | want to empha- 
size that | haven’t gone back on my 
commitment to the idea of a National 
Electronic Gaming Convention. 
Unfortunately, CES has proven to be 
the wrong venue for such an event. 

There are many reasons CES 
Consumer Day didn’t pan out right. 
These are the main ones: 


Companies are busy selling. 
CES offers the chance to strike 
deals with wholesalers, distributors, 
and retailers. The show isn’t exactly 
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life-or-death for the larger software 
publishers, but even the biggest fret 
about aisle traffic and the numbers 
of orders written. 

It is impossible to conduct busi- 
ness while handling 50,000 visi- 
tors. When the gamers come call- 
ing, booths get more hectic than 
lunch hour at a fast food joint. And 
imagine the joyful noise that 50,000 
excited gamers generate! Giving the 
consumers a day, or nearly two as in 
1992, forces computer gaming exec- 
utives to try to squeeze four days 
worth of appointments into three. 
Since we're talking about 15-18-hour 
days, it can't be done. 

The exhibits are not designed 
for the public's use. Ordinarily, a 
steady, slow stream of people visit 
each booth. The most important 
retail chain buyers schedule appoint- 
ments weeks in advance. That 


means there aren't many people 
milling around each booth at any 
one time. That lets the exhibit's peo- 
ple meet and greet each one individ- 
ually. When hundreds, even thou- 
sands, of gamers throng the Sega or 
Nintendo display, it overwhelms the 
personnel. 

Security is hard to enforce. Ordi- 
narily, exhibitors don't worry much 
about theft and vandalism at CES. 
Industry people focus on business, 
and they have little or nothing to 
gain by snatching a ROM cartridge, 
demonstration disk, or poster for 
forthcoming game. These are highly 
appealing to consumers, though. A 
very few succumb to temptation. 
That's all it takes. The result is miss- 
ing, potentially pirated games and 
lots of petty damage to the booths 
which adds up to a whopping bill. 

Unpleasant as it is to have to 
admit, some people saw the $10 


ticket as a license to steal whatever 
they could. One shifty crook alleged- 
ly sold wire cutters to clip ROM carts 
from their displays! Some compa- 
nies removed EPROMS and disks 
on consumer day rather than risk 
having them stolen. 

The industry didn't like it. The 
Consumer Days plan encountered 
opposition from the very first day. A 
lot of companies didn't want the 
extra hassles, and they weren't shy 
about saying so. Some outfits 
dragged their feet and shipped their 
executives home in time to miss 
contact with the public. 


Rolling all these problems together 
made an obstacle that couldn't be 
overcome, however hard EIA tried. 


The aims of the Consumer Elec- 
tronics Show and a consumer-ori- 
ented National Convention are too 
different to be easily harmonized. 

As | said, we electronic gamers 
must view this as a momentary 
pause en route to our goal of a 
National Convention. It’s a detour, 
not a dead end. Combining CES and 
a consumer expo turned out to be a 
bad idea. EIA tried it twice and dis- 
covered it wasn’t practical. 

Now it’s time to go forward again. 
Electronic gamers want to meet the 
designers and see the hottest 
games in development. They have 
earned that opportunity with their 
support of the world’s most interac- 
tive hobby. 

In the next installment of “Comput- 
er Confidential,” lII discuss some 
possible methods of achieving a 
National Electronic Gaming Conven- 
tion. As always, | welcome your 
comments, and | will see that they 
are heard by the gaming power elite. 

-Arnie Katz 
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Most of us are too young to recall 
when the motion picture industry 
hyped films with “Movies are better 
than ever!” We could take that slo- 
gan out of mothballs and apply it, 
with justice, to electronic gaming 
fanzines. 

Fanzines are better than ever. The 
best current ‘zines look and read 
better than anything produced in ‘92. 

This column takes a positive view 
of fandom. My function, as | see it, is 
to point out the attractive aspects of 
fanzines, not torch a crudzine with a 
circulation of 100 in front of CGR’s 
vast audience. 

Still, | try to give prospective buy- 
ers a fair deal. That means citing 
major deficiencies. These can only 
be identified by comparing the ‘zine 
with others. Now that the average 
fanzine is better, it’s time to raise 
standards. Isn't that what we do with 
computer games? 

So if the reviews are slightly less 
glowing in the future, please 
attribute it to a toughened rating sys- 
tem, not lack of editorial talent. And 
now, let’s page through some of 
those better-than-ever fanzines that 
arrived this month. 


Classic Systems & Games 
Monthly Vol. 2. #7 

Edited by Jeff Adkins 

11 Windsor Ave, Attica, NY 14011 

Bimonthly, $1.75 per issue 

32 pages 

The old video and computer game 
systems will never die if this faned 
has anything to say about it, and 
Classic Systems does its bit to keep 
their memory fresh. His summer 
issue is an all-sports special that 
reviews and discusses games for 
everything from the Odyssey? to the 
Atari XE computer. The reader is 
always in capable hands with Jeff 
Adkins, who never fails to deliver a 
well-written and neatly produced 
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publication. If you're a veteran 
gamer, or just want to know more 
about those pioneer days of the 
1980s, a sample copy of Classic 
Systems is a great investment. 


Fantazine #3 

Edited by Pat Reynolds 

1740 Millbrook SE, 

Grand Rapids, MI 49509 

Monthly, $1.50 per issue, 

22 pages 

Pat capitalizes on his artistic ability 
to produce an exceptionally good- 
looking fanzine. Video games and 
classic systems get most of the edi- 
torial space, but all gamers will enjoy 
the opinion columns, fanzine 
reviews, and pieces like Joe Santul- 
l?s musings about making your own 
gaming sound track instead of listen- 
ing to the ones provided. Fantazine 
stays interesting from cover to 
cover, though more careful editing 
would make it even more enjoyable. 
Enthusiastically recommended. 


High Density #2 

Edited by Jonah Jack and 

Greg Bemis 

56 Glenview Dr., 

San Francisco, CA 94131 

Monthly, $1 per copy, 16 pages 

In just two issues, High Density 
has quickly become a really impor- 
tant computer gaming fanzine. 
Upgraded layout and better writing 
springboard the second issue into 
the front rank of such publications. 
The editors like long, detailed 
reviews, which they balance with 
lighter material about things like the 
trials of learning magazine layout 
and proper behavior at the arcade. 
The editorial duo glitters with talent 
and inventiveness. If they will relax 
just a tiny bit and have fun with it, 
High Density could easily climb the 
rest of the way to “Fanzine of the 
Year” before too long. 


DOM 


Hyperzine #3 

Edited by Matt Lotti 

3251 Camelot Dr., 

Bethlehem, PA 18017-1707 

Frequent, $1.25 per issue, 

20 pages 

This up-and-comer stresses multi- 
media and video games. Highlights 
include one of fandom’s largest let- 
ter columns and a group of opinion- 
ated contributors insures that next 
issue’s installment will be livelier. 

Matt is producing a solid fanzine 
while learning his craft. Hyperzine 
started strong, and every issue has 
improved substantially. Don’t miss 
any more of them; subscribe today! 


Matrix #3 

Edited by Jeremy Statz 

N6148 170 St., 

Elmwood, WI 54740 

Bi-monthly, $1.25 per issue, 

12 pages 

A hot trend in fanzines is to 
embrace topics outside electronic 
gaming. In this case, Matrix presents 
material about comic books and 
non-electronic role-playing games. | 
like the idea. Gaming is only one 
element of pop culture, and it’s nat- 
ural to combine interest in games 
with enthusiasm for other aspects. 

Jeremy tries to devote most of his 
space to games and systems that 
are often overlooked in the prozines. 
Lords of Thunder (TTI) is typical of 
the games that get space in Matrix. 
If the quality continues to rise, Jere- 
my will soon be acknowledged as 
one of our top fanzine editors. 


Attention fanzine editors: If 
you'd like your fanzine reviewed 
in this column, send it to: Arnie 
Katz, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. I read and 
save every ‘zine sent, and PII try 
to describe as many of them as 
possible each month. 
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“I hope there will ‘be. a sequel...1 will gladly buy it after this one!” 
— Computer Game Review 


...the graphics in PROTOSTAR are incredible!" 
. — Computer Gaming Worki 
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TSUNAMI Y 

(pronounced soo-nah'-mee) : 

n. A powerful vision 4 

and a fresh approach m 


to an almost forgotten 


art...the ancient art 


of storytelling. 


| Look for these premium 
TSUNAMI titles: 


t for an operation-of grave Me. Your objective is to di 
lines along the Galactic Frontier. You must p oe team 
Ippo! of the. ci l aoe factions. à 

ur | e Frontier may 'próve that manki Rm 
Available from your local dealer in 3.5" aes A =A 


Tsunami Media, Inc is an independent publiemiitetbuted exclusively by Accolade nc 
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m designates a trademark of Tsunami Media, Inc. 
‘Tsunami Media, Inc. 1993. All rights reserved. 


The Works 


Changes in Competition Make Life Interesting! 


The biggest news this month 
comes not from a game manufactur- 
er or a game producer, but from a 
game magazine. Computer Gam- 
ing World, our esteemed competi- 
tion, was recently purchased by Ziff- 
Davis, a publishing conglomerate, 
who produce, among other mags, 
PC Magazine. While changes will 
probably happen with CGW in the 
future, CGW staffer Chris Lombardi 
said "We have no clear idea how 
things will change. . .The ink is still 
drying on the contract." Rumor has 
it that the long-standing PC-only 
magazine will be asked by the new 
parent company to cover video 


games as well as PC titles. Of 
course, that's just a rumor. . . 

Bethesda Softworks has an- 
nounced that Delta-V, one of the 
hottest projects going at Summer 
CES, has been set back to Decem- 
ber, possibly the last week in 
November. However, The Termina- 
tor: Rampage, The Arena and 
NCAA 2 are still on track for their 
target release dates. Delta-V looks 
like it'll be worth waiting for. 

For those looking for a new way to 
control games, the Logitech Cyber- 
Man could well be the answer. The 
controller operates like a 2-D mouse 
as well as a 3D controller. It’s going 


to carry a price tag of $129, which is 
pretty steep for a mouse, but with 
the features it should pack, it may 
well be worth it. 

In other news, it has been 
announced by several companies 
including Paramount Home Video, 
Philips and Goldstar that the distri- 
bution of video on CD will soon be a 
reality. Another major player in this 
deal is E-Motions, the company cur- 
rently developing the Reel Magic 
card for the PC. This card could very 
well revolutionize the way CD-ROM 
looks on the PC in the future. 

Last month's purchasing news- 
maker was Spectrum HoloByte's 


partial buy-up of MicroProse. This 
time, Ma Bell steps into the comput- 
er gaming fray with the announce- 
ment that it has picked up an equity 
position in The Sierra Network. 
Yep, AT&T now has a 20% interest 
in the on-line system, making them 
winners on both ends. After all, you 
have to pay them to use your 
modem in the first place, since 
you're placing a call, and they get 
Some cash for your time on the sys- 
tem. Look for TSN to be renamed 
The ImagiNation Network, Inc. 
This new deal allows AT&T to gar- 
ner controlling interest in the future, 
and the company is now in charge of 
funding future development of con- 
tent for the network. My only prob- 
lem is that “TSN” rolled right off the 
tongue and sounded pretty cool, 
while TINI (or TINNI) sounds like 
you have bad speakers. | guess they 
probably won't call it that. 

Avalon Hill has announced 
recently that they have inked a deal 


Squad Leader. Atomic is better 
known for the V for Victory series 
produced by Three-Sixty. Sounds 
like Avalon Hill wins on this deal. 

Will Electronic Arts ever stop 
picking up new affiliates? Probably 
not. Strategic Visions, formerly of 
Interplay, has recently signed on 
with PC gaming megacorp EA. 
Strategic Visions recently did the 
Buzz Aldrin: Race Into Space 
product for Interplay. Look for a CD- 
ROM version of Buzz as well as a 
multimedia project currently titled 
MacBeth. Lead on, Mac(intosh)Duff. 
By the way, do we really need any- 
more companies with the word 
"strategic" in their name? 

Look for Brederbund to start sup- 
porting the Mac with a lot of edutain- 
ment titles soon. A couple of Car- 
men Sandiego games, Treehouse 
and others are slated. Seems like a 
natural thing, since Macs are so 
prevalent in school systems. 

The animated movie Once Upon 


make its way to the CD-ROM plat- 
form courtesy of Sanctuary Woods 
in the first half of 1994. Woods has 
already produced a few interesting 
titles for the younger set, so this one 
should prove to be interesting. More 
news later. . . 

For those of you who just can't get 
enough of Street Fighter Il, plan to 
play it on your PC in the near future. 
Hi-Tech Expressions, normally a 
company associated with education- 
al products, has picked up the 
license from Capcom and will be 
porting it over. | guess this can be 
justified in that SFIl does teach you 
how to kick some serious tail. Any- 
way, | thought Mortal Kombat was 
the latest arcade craze (which, with 
its digitized graphics, might make a 
pretty good fighting game on the 
PC). 

And that'll wrap things up for this 
month, loyal readers. Until next time, 
keep your joystick active, and 
remember, Turn On, Tune In, Boot 


with Atomic Games to produce a Forest from 20th Century Fox will Up. See y'all in thirty. -Chip Fortran 


TRY THIS AND OVER 20 OTHER 
GREAT MULTI-PLAYER ON-LINE 
GAMES PREE!—CALL NOW! 


experience the multi-player dungeon 
The ImagiNation Network is the worlds 
Premiere On-Line Games Network. You 
Can access ImagiNation toll-free from 


most U.S. cities with your PC and modem. 


epic that Strategy Plus Magazine 
calls “champion among multi-player 
fantasy games...a game too big for 


just one player.” 


Team up with a Wizard from 
Wisconsin, a Knight 


a Thief 


from New Jersey Take on enemies 
with a sophisticat- 


from DC. Build your charac- ed combat system, 


develop a killer 


Welcome to “The Shadow of — ter by completing quests, acquiring 


inventory, or form 


peer Te Yserbius, the multi-player fantasy spells, and gaining experience as you 


monstrous friend- 


roleplaying epic on The ImagiNation explore the labyrinths. Talk to Elves, 


Trolls, Gnomes, Dw 


ships with other 
adventurers. Explore 


Network. Join real 


eople in real arves, Orcs and 
a shadowy kingdom 
and be back in time V 


for bed. Its all in a 
evening play. 


time as you search for the secrets of | maybe even a few humans from all 


a cursed Kingdom buried beneath a — over America. 


live volcano. And you can take a FREE tour of the 
See your local retailer or call: 


800*743*7721 


IMAGIWTI 


THE IMAGINATION NETWORK 


Everyone you meet could be a dungeons, just by calling the number to 


real live person, as literally thou- the right. You'll meet the nicest people. 


sands of people gather each night to Some of them may even let you live. 


Proof ot valid Credit Card and mention of this Computer Game Review Magazine Ad is required to take advantage of this free offer. #409 


SUMO HEAD BUTTS, 
SONIC BOOMS, 
WHIRLWIND KICKS, 
DRAGON PUNCHES, 
BUTT CRUSHES, 
FIREBALLS, 
— PILEDRIVERS 


WILL YOUR PC SURVIVE? WILL YOU? 


FOR THE PC 


Distributed by Hi Tech Expressions 


Available at your local software retailer 
or call 1-800-447-6543 to order by 
MC/VISA/AMEX 


AL. 


Q: | have an IBM 486/SX 20 MHz 
computer [and] | am planning on 
purchasing a sound card. | would 
like to know if a 16-bit sound card 
sounds better than an 8-bit if | do not 
have CD-ROM. And, since in the 
next few years | would like to pur- 
chase a CD-ROM, what sound card 
would you recommend | buy now? 

Ben Mondeel 
Eden Prairie, MN 


A: There’s no question that 16-bit 
sound boards produce significantly 
better sound than 8-bit boards. They 
also tend to offer some great addi- 
tional features, including Q Sound 
(or three-dimensional audio), voice 
recognition, and even reverb, which 
are all extremely appealing to devel- 
opers. We’ve already seen the 
beginnings of a groundswell of soft- 
ware support based on the success 
of the Pro Audio Spectrum-16, 
Advanced Gravis, and boards using 
the Aria standard. 

The Doc doesn't like to recom- 
mend specific products, since an 
intelligent diagnosis would require 
an office visit. But | would look for a 
board with Digital Signal Processing 
(DSP) since it will be far more adapt- 
able and upgradeable down the line. 


Q: I'm very interested in the game 
development process. Are there any 
programs out there that can give an 
average person the chance to create 
their own games without knowing 
C++++++ or Assembler v.9999? I’m 
referring to graphics-based [games] 
like the ones sold by the big boys 
previewed in CGR. l've found some 
shareware programs that do it but 
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they're text-based dominant. Can 
you help me? 

Lou de Guzman 

Laguna Niguel, CA 


A: It would be my pleasure, Lou. 
It's funny, but a decade or so ago, 
game creation software was a popu- 
lar software category. Today, it 
takes so long to do the research & 
development on this type of program 
that they generally wind up being 
sold as professional developer tools. 

Depending upon which computer 
system you own, some of the older 
programs will work -- such as the 
Amiga version of GameMaker 
(Activision), or Broderbund's Fan- 
tavision for the Apple I! series, 
assuming you can still find them. 

As for modern game construction 
software, you can create your own 
"Gold Box" AD&D adventure with 
SSI's Unlimited Adventures, while 
the best free-form design tool for 
non-professionals is probably 
Domark's Virtual Reality Studio 2.0. 


Q: | have heard about a disease 
you can get from typing for extended 
periods of time on a computer key- 
board. Is this true? What kind of dis- 
ease is it, what are the symptoms, 
and how do you cure it? 

Walter Manly 
Sheepshead Bay, NY 


A: | suspect you are referring to a 
nerve disfunction known as Carpal 
Tunnel Syndrome, which can afflict 
users who spend extensive amounts 
of time working on a keyboard set 
too high. While not exactly a disease 
in the traditional sense of the word, 
this malady can result from holding 
your hands at an abnormal height 
while typing, thereby placing inordi- 
nate stress on certain nerves in the 
wrist area. The symptoms would 
include any numbness or strain in 
the hands. 


Similarly, folks who spend a lot of 
time handling game controllers while 
pressing the same button(s) over 
and over can induce Repetitive 
Stress Injury. 

The Doc himself was developing 
some serious pain in the right paw 
after extended gaming sessions on 
the Genesis. The pain seemed cen- 
tered between thumb and forefinger, 
just below the webbing, and persist- 
ed for hours, even after the game 
period ended. 

There are several curative 
approaches to CTS and RSI. CTS 
can be combatted by taking a vaca- 
tion from the keyboard, lowering the 
typing surface, or using a cushioned 
mat as a cushion for the base of 
one's hands. 

Also available is an excellent prod- 
uct known called Keyboarders, from 
MouseMitt, Intl. (408-335-9598). 
These colorful lycra wrist supports 
with padding on the underside are 
extremely helpful in dealing with 
either incipient CTS or RSI. They 
sell for under $20 a pair and can be 
ordered directly from MouseMitt. 


Q&A Quickies: Special thanks to 
Mark Blancato of Escondido, CA, 
who responded to Bev Zintz’ request 
for an electronic Pinochle game. 
R.J. was nice enough to send a 
copy of the pertinent page from the 
Summer ‘93 Software Labs catalog 
(800-569-7900) listing a game called 
Doubles Pinochle. The game allows 
a human card shark to go up against 
three computer-controlled oppo- 
nents, each with their own charac- 
teristics. 

How’s that for service, Bev? 

And that about wipes us out for 
this issue. Remember to send those 
questions to: 

Game Doctor (CGR) 
330 S. Decatur, Ste. 152, 
Las Vegas, NV 89107 
Aloha, computerphiles. 


You may think you know us. 
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"Bethesda had the “The most 
most intense impressive showing 
action games on by any 
computer at the company at CES! 
Chicago CES! An Bethesda's 
amazing achievement Fall line-up 
from one of the best is one of 


publishers around." the best going." 


— Electronic Games — — Computer Game Review — 
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ACTION/ADVENTURES 


ud: 


The Varíety of Actíon/Adventures Offer 
Somethíng for Every Gamer 


Action/adventure is sort of the pot-luck of computer gaming. While military 
64S sims are easy to spot, role-playing games have certain features in common, 
64S Sports games have obvious references in the real world and flight simulators 
L2 are, well, flight simulators, action/adventures are difficult to define. 

M s Perhaps the best way to think of action/adventure games is in terms of a 
movie on the PC. The main difference, of course, is that instead of just 
64. watching the movie, you act it out, make the decisions, and eventually (hope- 
645 = fully) reach a successful conclusion. 
65 With a category as broad as action/adventures, the games are going to run 
the gamut from almost all action, like Shadow of the Beast Ill and Spear of 
Destiny, to almost all adventure with very little joystick or mouse skill 
required, like Return of the Phantom or Freddy Pharkas, Frontier Pharmacist. 
65 Generally, though, action/adventures are a blend of different gaming styles. 
65 Many emphasize reflexes and hand-eye coordination, but the most common 
65 link between games of this genre is that all of them require puzzles to be 
65 solved, obstacles to be overcome and an eventual goal to end the game. 

Take, for example, Alone in the Dark. While skill with the controller is not 
66; emphasized in this game, at certain times, the player needs to have some 
66] S skill in order to weave through obstacles or destroy an evil spirit. Much of the 
66 game revolves around finding the right objects and doing the proper action 
66S With them in the appropriate place. The eventual goal is to destroy the evil in 
66 EBEN the house and escape alive. Many of the games in this guide share these 

qualities to a greater or lesser extent. 
66 It's been an exciting twelve months in action/adventures. Several sequels 
68 have been released, such as Space Quest V, while other games, like Blue 
68 Force and Amazon, have started new tales. Popular movies have come to 
68299 the computer in the guise of Wayne's World, Hook and Batman Returns. The 
Ld small screen makes an appearance with L. A. Law. Books, too, have become 

a popular way to get ideas for adventure games, with Ringworld and Gate- 
68g way 2: Homeworld leading the way. i 
68.9. When all is said and done, this gaming category, while the most difficult to 

is define, is also one of the most successful. Why? Because there is always 

70S something for everyone just around the corner. Topics for action/adventures 
70% range as divergently as do the game engines and styles of games. Science 
fiction, fantasy, humor, real-life drama, horror and history all have their part of 
Bi making action/adventures what they are today. 
70% Readers will note that we’ve made a slight change to the standard entries 
70g in this guide. Due to requests from readers, we've decided to add in both the 
702 f scores each game received from the reviewing staff and the issue the review 
B of each game appeared. We hope you like these changes and that you enjoy 
i li this look back. 


Steve Honeywell 
Edítor and 
World Explorer 
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Amazon 


by Access 
Issue: Dec., ‘92 Alex: 78 Rick: 88 Steve: 83 Average: 83 


As Jason Roberts, you’ve always been overshadowed by 
your world-travelling, adventurous brother. His latest expedi- 
tion to the Amazon River has run into trouble and he is miss- 
ing. It is now your task to go and find him. The game takes 
place as a series of episodes that come complete with a 
recap of the action that has already occurred. Only the best 
adventurers will discover the secrets of the Amazon. 


Prince of Persia 2 
by Broderbund 

Issue: Jul., ‘93 Alex: 86 Rick: 90 Steve: 82 Average: 86 
Just when you thought your adventuring days were over, 
the evil vizier Jaffar has taken on your likeness and banished 
you from your kingdom. Now, you must escape and find a 
way to reclaim your throne. Travel to exciting places and 
explore dangerous caverns filled with traps and treasures. 
Lightning-fast reflexes and thinking skills are needed to make 
it to the end of this quest. 


Eternam 


by Capstone 

Issue: Jun., '93 Alex: 81 Rick: 91 Steve: 84 Average: 85 
As Don Jonz, criminal tracker extraordinaire, you have just i$ 
won an all-expenses paid trip to Eternam, the coolest amuse- 
ment park in the known universe. Too bad your old nemesis 
Mikhal Nuke has some new plans for the theme park. Now 
you and Tracy, the computer technician, are the only ones 
who stand in his way. Adapt to the strange places in the park 
to make it to the ultimate showdown. 


| 
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The Terminator 2029 


by Bethesda Softworks 
Issue: Dec., ‘92 Alex: 90 Rick: 90 Steve: 90 Average: 90 


SkyNet has virtually taken control of the world in the year 
2029, but small pockets of humanity have defied the comput- 
erized force. The recent discovery of a powered bodysuit has 
given the human rebels a great asset in fighting the military 
machines. Now, you must suit up in the armor and take out 
the forces of SkyNet while preventing the destruction of 
humanity's last outpost 


The Dark Half 


by Capstone 

Issue: Oct., ‘93 Alex: 75 Rick: 77 Steve: 79 Average: 77 
Writer Thad Beaumont recently put his pseudonym, George 
Stark, to rest, but Stark isn't happy about it. He's returned in 
the flesh to bring about the destruction of Beaumont's family 
unless Thad agrees to revive Stark and start writing again. 
Stark is on the lose and framing Beaumont for a series of 
murders. This game is based on the Stephen King novel and 
the recent movie release. 
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L. A. Law 
by Capstone 


Issue: Dec., ‘92 Alex: 79 Rick: 86 Steve: 79 Average: 81 


The television show L.A. Law has been popular throughout 
the country. Now, Capstone brings that show to the PC. As 
one of the new lawyers in the firm, you must do the research 
and legwork required to get your clients off the hook. Each 
case comes with a time limit, so you'll need to work quickly to 
find the right information and talk to the correct people to win 
the case for your client. 
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Wayne’s World 
by Capstone 
Issue: Sept., ‘93 Alex: 85 Rick: 84 Steve: 57 Average: 75 


Those party boys from Aurora, IL are in trouble! The local 
government has threatened to shut down cable access 
unless it can raise $50,000 in a couple of days. Wayne and 
Garth decide to hold a pizzathon to raise the cash, but find 
their way blocked at every turn. Can you guide them past 
angry picketers, crazed store employees and long lines at the 
unemployment office? No way! Way! 


Bes. 
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by Formgen 
Issue: Oct., ‘92 Alex: 84 Rick: 80 Steve: 85 Average: 83 


Return to the horrors of Nazi castles with B.J. Blaskowitz 
and Spear of Destiny. This time, B.J. must fight his way 
through multiple levels of SS, Officers, dogs, guards and 
mutants as he tries to recover the spear that pierced the side 
of Christ at Calvary. Excellent scrolling and animation as well 
as a brand new soundtrack await those who couldn't get 
enough of Wolfenstein 3D. 


[Ji 
Batman Returns 


by Konami 
Issue: Feb., '93 Alex: 83 Rick: 70 Steve: 85 Average: 79 


The Dark Knight returns to battle two of his most implaca- FeS 


ble foes, the Penguin and Catwoman. Based on the movie, igi 
you control the actions of the Batman as he seeks to bring an f 
end to the criminal activities in Gotham City. Use all of Bat- 
man's toys and his skills as a detective to learn where the 
next crime will take place. You will be able to use the Batmo- 
bile and Batwing to check out the action 
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The Lost Files of Sherlock Holmes 


by Electronic Arts 
Issue: Oct., ‘92 Alex: 91 Rick: 92 Steve: 84 Average: 89 


Jack the Ripper is loose in London, and now only the bril- 
liance of Sherlock Holmes and his friend Dr. Watson can stop 
his reign of terror. You must follow the trail of the killer, look- 
ing for clues that will lead you to your next contact or the next 
victim. Visit many London locations, deal with the police and 
the Baker Street Irregulars for clues and leads to stop the 


T - 
Alone in the Dark 


by l° Motion 
Issue: Mar., ‘93 Alex: 93 Rick: 95 Steve: 94 Average: 94 


Old houses can be a little spooky, but this one wins some 
kind of award! You just went in to catalog the possessions of 
the late Jeremy Hartwood and got a lot more than you bar- 
gained for. The house is the focal point to the release of a 
terrible demon, and, locked inside, you must prevent it from 
crossing into this world or become its first victim. A steady 
hand and a quick wit will serve you well. 


5 nave Gi i p” 
Lure of the Temptress 
by Konami | 


Issue: Oct., ‘92 Alex: 85 Rick: 90 Steve: 80 Average: 85 | 


For many years, the kingdom was ruled by peace and pros- 
perity. But, since the revolt of Turnvale, the land has been 
plagued by murderers and rogues. In the wake of this 
destruction, young Diermot is jailed along with a youthful 
jester named Ratpouch. Together, the two must find their 
way out of their cell and discover a way to beat the magic of 
the evil Temptress Selena. 
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Plan 9 from Outer Space 


by Konami 
Issue: Nov., ‘92 Alex: 72 Rick: 70 Steve: 64 Average: 68 


Plan 9 from Outer Space has been called the worst film of 
all time, but someone intends to remake it. You’ve been 
asked to recover the six lost reels and restore the film to its 
original level of badness. You'll need to explore over 70 loca- 
tions to find this celluloid monstrosity, then view digitized 


footage to make sure the film is all right. The future of grade ff 


Z movies is in your hands! 


Gateway 2: Homeworld 


by Legend 

Issue: Oct., ‘93 Alex: 89 Mike: 85 Steve: 91 Average: 88 

Soon after your success against the Assassins, a huge 
object jumps into an area near Earth. Speculation abounds 
as to what it is. Some on Earth believe it to be an Assassin 
ship and will stop at nothing to destroy anyone who 
approaches it. You have been contacted to brief the ambas- 
sador going to explore, and are swept away on a vast adven- 
ture spanning the solar system. 


Day of the Tentacle 


by LucasArts 
Issue: Aug., '93 Alex: 89 Rick: 90 Steve: 92 Average: 90 


You thought the insanity of Dr. Fred was over, but his two 


pets, Green and Purple Tentacle, have different plans. In} 


fact, Purple has world domination on his mind. Mutated by 
some radioactive sludge, Purple has the power. Now you and 
two friends must go back in time to save the world. Of 
course, saving the world was never that easy, and when the 
Edisons are involved, anything can happen! 
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1 Issue: Sept., ‘93 Alex: 70 Rick: 68 Steve: 72 Average: 70 


- Eric the Unready 


by Legend 

Issue: Feb., ‘93 Alex: 90 Rick: 91 Steve: 92 Average: 91 

While myths and legends are filled with stories of great 
knights, men like Eric the Unready tend to be passed by. 
Now, the adventures of this bumbling knight come to the 
computer, courtesy of Legend. As Eric seeks to rescue the 
beautiful princess Lorealle, he runs into characters spoofed 
from classic games and stories. Misadventure has never 
been so entertaining 


Spellcasting 301 
by Legend 

Issue: Nov., ‘92 Alex: 84 Rick: 80 Steve: 83 Average: 82 

Ernie Eaglebeak is back in his third adventure, thanks to 
Legend. This time, he and his fraternity brothers are headed 
to the beach for Spring Break. Here, they encounter over- 
muscled jocks and beach bunnies galore. To be declared 
kings of the beach, the boys will need to win a number of 
contests. Of course, to do so, they'll need liberal help from 
Ernie's bag of tricks. 


Crime City 
by Micro Mysteries 


One of your father's best friends has just been murdered, 
and your father has been framed! While you have no experi- 
ence as a private detective, that's what dad did for a living. 
Using his office and contacts, you must gather enough clues 
to prove his innocence. To fund your investigation, you'll 
need to play the stock market. Act quickly, though, because 
time is running out! 
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COMING SOON ... STAR TREK: JUDGMENT RITES™ 


2 > 
WWI triplanes heading straight for you at Warp 9 speed. Mysterious life . 
forms reported on dead planets. A primitive race with advanced technology., 
It’s time to beam down to solve these and other highly illogical mysteries... 
and hope you come back alive. 


For more information about Star Trek: Judgment Rites, call 1-800-969-GAME, or see your local retailer. 


Interplay Productions, Inc. 
17922 Fitch Avenue 
Irvine, CA 92714 
(714) 553-6678 ‘ 


© 1993 Interplay Productions, Inc. All rights reserved. ™,® and © 1991 Paramount Pictures. Star Trek and U.S.S. Enterprise are 
trademarks of Paramount Pictures. - m 


Return of the Phantom 


by MicroProse 
Issue: Sept., ‘93 Alex: 87 Rick: 88 Steve: 74 Average: 83 


Years ago, Erik, the Phantom of the Opera, held a reign of 
terror over the city of Paris. Now, one hundred years later, it 
appears he has returned. You are called in to investigate the 
crime in the opera house. A confrontation with this new Phan- 
tom sends you plummeting to the stage from a catwalk. You B 
land in the time of the original Phantom. Now, can you solve 
the crimes and make it back to your own time? 


Daughter of Serpents 
by Millennium 
Issue: Jun., '93 Alex: 79 Rick: 74 Steve: 77 Average: 77 


In Alexandria, Egypt in the 1920's, the SS Dacia has 
arrived. A Turkish passenger is brutally killed as he steps 
from the boat. The Arab who killed him changes into a ser- 
pent when shot. As strange as this sounds, it is only the 
beginning of a series of bizarre incidents of sinister and 
supernatural origin. Can you crack the mystery surrounding 
these mysterious events? 
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: Rex Nebular 


by MicroProse 
Issue: Dec., ‘92 Alex: 83 Rick: 90 Steve: 74 Average: 82 


Explore unique places in the galaxy with space stud Rex 
Nebular. In his ship, The Slippery Pig, Rex encounters a 
planet populated entirely by women who have a need for his 
services to keep the planet inhabited. What wits he has will 
be pushed to the max as he tries to escape from the horrible 
fate of the Cosmic Gender Bender. Puzzles and pitfalls await 


og the unwary space traveller. 


Hook 


by Ocean 
Issue: Dec., ‘92 Alex: 72 Rick: 65 Steve: 70 Average: 69 


Everyone knows the story of Peter Pan, the boy who would 
never grow up. Hook picks up where the book leaves off. 
Now, Pan is an adult living in the real world, so it came as 
quite a shock when he returned home one day to find his wife 
and children kidnapped by his old nemesis, Captain Hook. 
Now, he must journey to Neverland to rescue his family from 
the clutches of this arch-villain. 
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Shadow of the Beast III 7 The Dagger of Amon Ra 


by Psygnosis 
Issue: Dec.,'92 Alex: 83 Rick: 85 Steve: 84 Average: 84 


The third chapter of this classic series of action/adventures, 


numbers. To defeat Maletoth, Aarbron must make his way 
through four levels in his quest for the four items of power. 
Each of these items is protected by a powerful Guardian who 
must be defeated. Both a quick wit and high dexterity are 


needed for those who will succeed. 
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pe 
Shadow of the Beast III contains traps and puzzles in untold egli 


by Sierra On-Line | 
Issue: Sept., ‘92 Alex: 87 Rick: 89 Steve: 86 Average: 87 | 


The saga of Laura Bow continues in The Dagger of Amon 
Ra. This time, Laura heads for New York to begin a career as 
a cub reporter for a daily paper. Her first assignment is to 
cover the mystery involved in the missing dagger which was 
recently stolen from a museum. During the investigation, bod- 
ies start piling up and time winds down. Laura must find the 
dagger or become its next victim! 


Choose what type of hero you'll be-Fighter, 
Magic User, or Thief. 


k Pick your combat type-from pure strategy 
l to thumb-twitching arcade action. 


sx 


p Dark settings and light-hearted humor 
(jj combine in this fun-filled fright fest. 


The Dark One awaits. After 200 years of slumber, he wants you in a bad way. He's 
summoned some dreadful hosts, too. Naughty Nastimosts, vicious Vampires, wicked 
Wyverns, raucous Revenants, nefarious Necrotaurs, and a crazed wizard named 
Cranium. These are just some of the dark forces you must take on single-handedly. 


Lucky you! 

* Create your own character, choosing a Fighter, Magic User, or Thief. Puzzles, 
combat, and obstacles change according to your character type and development. 

© Start fresh or import your character from Quest for Glory I, II, or III. 


* Fight monsters with a sophisticated new battle system that lets you choose skill 
level and combat type-from pure strategy to adrenaline-pumping thumb- 
twitching arcade action. 


* Unravel A LOT of puzzles-nearly three times as many as found in other 


A SIERRA’ 


See your local retailer or call: 1 (800) 757-7707 


? 
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Freddy Pharkas, Frontier Pharmacist 
by Sierra On-Line 
Issue: Jul., ‘93 Alex: 89 Rick: 90 Steve: 81 Average: 86 


Freddy Pharkas was once a talented gunfighter, but he 
gave up those ways to fulfill his dream of becoming a phar- 
macist. Now, the town of Coarsegold is in trouble, and Fred- 
dy might have to strap the irons back on to save it. Get ready 
for misadventures and mishaps as Freddy does his all to 
save the town from being overrun by hordes of snails, flatu- 
lent horses and more. 


King’s Quest VI 


by Sierra On-Line 

Issue: Dec., ‘92 Alex: 92 Rick: 94 Steve: 87 Average: 91 

As the most popular adventure series ever created, the 
King’s Quest games have never looked better than their lat- 
est incarnation. Prince Alexander has been pining away for 
the love of Cassima, who has recently been kidnapped. Now, 
Alexander must find his way to the Isle of the Crown and dis- 
cover her whereabouts. He will need help along the way to 
defeat the numerous traps and puzzles in his path. 


Quest for Glory Ill 


by Sierra On-Line 
Issue: Oct., ‘92 Alex: 87 Rick: 91 Steve: 84 Average: 87 


Just as things in Tarna seemed to be calming down, war 


threatens to break out and ravage the land. You must discov- f 


er the cause of the unrest and put an end to it as quickly as 
possible. To help you, the liontaur Rakeesh and the warrior 


woman Uhura will join your fight against the magical leopard- 
men. Explore this mysterious land and set things aright 
before all is lost! 
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Inca 


by Sierra On-Line 
Issue: May, ‘93 Alex: 84 Rick: 91 Steve: 77 Average: 84 


What would have happened if the Incan civilization had sur- 
vived? Would these South American natives be colonizing 
space? That's the theory behind Inca. Pilot a golden starship 
through the void of space around asteroids. Once on a plan- 
et, you must solve numerous puzzles to advance. Alien ships 
and quistadors will attack you, so you must always be on 


The Prophecy 


by Sierra On-Line 
Issue: Jun., '93 Alex: 88 Rick: 84 Steve: 73 Average: 82 
In order to restore peace to the Kingdom of the Blue Rocks, 
you must place three grains of sand in the REVUSS hour- 
glass. If you can do this, you will have the ability to defeat the 
evil of KRAAL, whose power now threatens to destroy the 
kingdom. You have many obstacles to overcome, and you 
have only three days to do it! Prepare yourself for a serious 


Space Quest V ! 


by Sierra On-Line 
Issue: Apr., '93 Alex: 91 Rick: 95 Steve: 584 Average: 90 
Roger Wilco returns in his fifth adventure. This time, he's 
the captain of a ship, and even if it is a garbage scow, he's 
proud of it. Of course, even to get this commission required 
an act of fate involving a test-grading computer and an 
inquisitive space rat! Battle the nefarious schemings of Cap- 


tain Quark as you guide Roger through another series of mis- 
adventures. 


Find a well 
Cast a spell 
Make a | mistake 


Go to | 


IMON THE 
CORCERER . 


Wherever you go, expect the unexpected. 


his quest. In a wacked-out world filled with 
eer-swilling trolls, a schizophrenic two-headed 


erk, swamplings, werefrogs and more, he 
à 8 g 


ust acquire the knowledge of a sorcerer 


Because Simon is no ordinary sorcerer. 


He’s an adolescent with an attitude, who 


a 


accidentally stumbles upon a magical 
dimension on drously animated world. Unravel 


the very verge mysteries of a puzzling plot. And 


of collapse. 
As fate would have it, only 
Simon can save it from a tyranny of 
evil. Armed with a sharp wit and a 
tongue to match, our reluctant 


hero sets 


forth 7 Us | : | FOCOIN. 


order: see your local retailer or 


call 1-800-477-3650 


Simon The Sorcerer is available for Ø 


IBM and compatible computers. | 


Flashback 


by Strategic Simulations 
Issue: Sept., ‘93 Alex: 92 Rick: 98 Steve: 83 Average: 91 


Conrad Hart isn't quite sure what just happened, but some- 
how he ended up in another world. All he's picked up is that 
someone wants to erase his mind! His pursuers think he died 
in an explosion, which gives him just the chance he needs to 
try and make it back to Earth. Two hundred game screens 
and over 75 cinema displays await him on his journey 
through this strange new world. 


Protostar 


by Tsunami 

Issue: Jun., ‘93 Alex: 82 Rick: 90 Steve: 85 Average: 86 

After a time of prosperity, the Human Alliance is again in 
jeopardy. The dreaded Skeetch Empire detests all other life, 
and is bent on wiping out humanity throughout the galaxy. 
Currently, funds and morale are low. you have been sent to 
gather forces and support for the humans. You must also dis- 
rupt enemy operations and supply lines. Keep on your toes; 
people everywhere are counting on you! 


The Koshan Conspiracy 


by UBI Soft 
Issue: Jun., '93 Alex: 85 Rick: 89 Steve: 85 Average: 86 
The Bureau of Astral Troubleshooters, your top-secret 
organization, has sent you to the world of Shedishan, the 
base of Koshan operations. Your mission is to stop the 
Koshans at any cost. The Koshan Conspiracy features a 
unique split-screen mode, over 400 animations and more 


than 250 independent characters to interact with. Act wisely, 
or the universe may suffer! 
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Blue Force 


by Tsunami 
Issue: Sept., ‘93 Alex: 88 Rick: 91 Steve: 76 Average: 85 


The life of a police officer can be a dangerous one. They do 
a lot more than just hand out tickets! As the rookie cop on the 
local force, you have to solve crimes and make arrests to 
move up in the ranks. Always at the back of your mind are 
the unsolved murders of your parents. With perseverance 
and good police work, you may be able to string together 
enough clues to solve those crimes! 


Ringworld 


by Tsunami 

Issue: Mar., ‘93 Alex: 91 Rick: 90 Steve: 85 Average: 89 
The story and substance of Larry Niven's Ringworld books 
come to the computer thanks to Tsunami. Ringworld is a 
massive planet built around a sun, a feat of engineering 
incomprehensible to humans. As Quinn, you and your com- 
panions must travel there to find your missing friend, Louis 
Wu. Puzzles, obstacles and enemies stand in your way. Can 
you survive? 


-- 


The Legend of Kyrandia 


by Virgin Games | 
Issue?Sept.,'93 Alex: 92 Rick: 90 Steve: 86 Average: 89 
Visit the enchanted land of Kyrandia. Malcom, once the 
court jester of the king, has taken control of the Kyragem, a 
magical stone that gives life to the land. With the stone in his 
power, there is nothing he cannot do and no one is safe. 
Brandon must try to stop his evil and restore the Kyragem to 
its rightful place. He must also use his powers to restore his 
grandfather, turned to stone by Malcom. 


A thr 


«s At the source of the rainbow.. 
` les an AdLib Gold 


“Sound that’s rich and 
clean, clean, clean” 
— Strategy Plus 


“Hot, very very hot” 
—PC Review 


“The cutting edge of 
sound technology” 
— PC Entertainer 


“Well worth the wait” 
—PC Games 
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PC Games Hardware 
d he absol b ] i 1a [li 
Terr [pice go aeaa Ad Lib MultiMedia Direct 


The one that PC Games and PC 1-800-463-2686 


Entertainer have named "Hardware (ordern 
Product of the Year"? Are you ready to 


—— make a RISK-FREE investment? Then Qrderpow toirecsversxtra specs! 
GOLD you're ready for the Ad Lib Gold! Thats Available from AdLib MultiMedia 
sound right... Ad Lib MultiMedia is so confident e AdLib Gold 1000 $179 
standard in the AdLib Gold 1000 Stereo Sound * AdLib PC Video $399 
a Adapter, we are offering a 14-day money- ..and much more! 

back guarantee. So pick up that phone Des Hindu les welcome 

and dial AdLib MultiMedia Direct... you . Chupa ans hana: 

don't even have to pay for the call... AdLib ANPES Holas 

1-800-463-2686 !!! MultiMedia 
DT AdLib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 

Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 


Compatible ©1993 AdLib MultiMedia. Ad Lib, AdLib Gold and Ad Lib PC Video are trademarks of AdLib MultiMedia Inc. 
Version 3.1 Other names are trademarks of their respective owners. 
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COMPUTER GAME REVIEW'S GUIDE TO ACTION/ ADVENTURES 
DONNE ee, 


{RRR 
As — be expected with one of 
the most popular genres in computer 
gaming, the future for action/adven- 
tures is filled with games designed 
to please the hard-core user and 


newcomer alike. Over the bis ew from the character on Inj 


twelve months, gamers should be 

treated to a number of innovative 

titles featuring puzzles and action. Ü 
Access Software plans on releas- 


months with several movie/television 
adaptations. Included in the line-up 


Mare Surf Ninjas and The Beverly Hill- 


LucasArts has had many success- 
es in the action/adventure realm, 
and will continue to try and hit the 


billies, both based on 1993 movie $$ mark with Sam & Max Hit the Road, 


freleases, and Homey D. Clown, 
Living Color. 


ic Arts in the coming months is 
i Labyrinth, the company's first CD-§ 


ing the newest Tex Murphy adven- dr ROM project. Based loosely on thei 


ture sometime next year. This} 


adventure is planned as a two CDR Labyrinth will span time and spacef 


collection that features live actors 
filmed on actual movie sets. 

As previewed in this issue, Leg-® 
end, hot off the release of Gateway B 
2: Homeworld, has scheduled Com- 
panions of Xanth for release later 
this year. Xanth, based on the Piers 
Anthony series, features humor, 
wordplay and puns combined with a 
new graphic interface developed by 
Legend. 

One of the most exciting releases 
in this genre is Activision's Return tof 


ee 


= Unleashed should be available 
soon. This further story in the saga] 


myth of Daedelus and King Minos, 


in the completion of its story. 
ICOM's CD-ROM Dracula 


Among the releases from Electron-f 


featuring the manic dog and rabbit 
detective team created by comic 
artist Steve Purcell. Also due from 


ty LucasArts is The Dig, an adventure 


that takes place several years in the 
past. i 
Merit Software is planning on ship- 
ping Kronolog: The Nazi Paradox in 
Athe near future. This game revolves 


M around a “what-if” scenario where 


Hitler wins World War Il and sends 
the planet on a spiral towards eco- 


sjlogical breakdown. Fans of George 


of Dracula should offer fans of thei Homero movies might want to watch 


movies and Stoker's novel a new 


chapter filled with intrigue and excel- d 


lent video footage. 

Also on CD-ROM and also from an 
EA affiliate is The Last Dinosaur Egg 
from Sanctuary Woods. This second 
title in the Victor Vector and Yondo 
series takes the duo to the Precam- 


Zork. The CD-ROM version of mis gorian era through the Cretaceous 


game looks like it will be one of the 
hottest games of the year, partly 
because it builds on the already} 
well-established Zork games that 
many computer gamers played in 
the early days of gaming and 
because the production value and 
game play featured in the title are $ 


aa F7 
excellent. ve 


Iperiod in search for the egg of a Tyr- 
naosaurus Rex. 

While Castle Wolfenstein 3-D and 
Spear of Destiny became the latest 


rage (and are in part responsible for} 


the latest trend toward first-person 


i». | 


for Isle of the Dead, also from Merit. 
The action takes place on a desert- 
ed (or not so deserted) island and 
features lots of gore and zombies. 

Quadra Interactive's Journeyman 

B Project, produced by Presto Studios, 
has been highly touted on the Mac- 
intosh CD-ROM. Quadra will release 
the project for PC CD-ROM this 

B year. 

Sierra, in some ways the grandfa- 
ther of action/adventures, consider- 
ing the success of the King's Quest 
and Space Quest lines, has 
announced the fourth Police Quest 


3-D perspectives), the id Software a game and a fourth in the Quest for 


team and Formgen are leaving Ger- 
many in the 1940’s. The next cre- 


Bethesda Softworks hasn't forsak- 7 ation from this powerful pair is] 


en The Terminator yet. On the con-g 


trary, this license is stronger than starts a new story involving ai 
ever with Bethesda's latest creation, [a 


The Terminator: Rampage. Thes 
game features the same perspective 

as the now classic Terminator 2029, $ 
but includes a fully rotational enginef 


as a solid story. 

Broderbund’s Myst turned some fm 
heads at Summer CES with it’s 
interesting story and graphics. Made 
by the creators of Spelunx, Myst will 
feature an involved story and some 
intricate puzzles involving a magical 
realm. 

Capstone will hit the action/adven- 


Doom. Using a similar engine, Doom 


beings. 
Interplay has announced that it willl 


B follow the success of Star Trek 25th lg 
Anniversary Edition with Star Trek: E 


ra is the dark and gritty Gabriel 
I Knight, planned for release later this 
M year. 

Virgin's first game in Kyrandia was 
well received by gamers and critics, 
SO it comes as no surprise that the 
company will roll out a second game 
in the near future. Look for Kyrandia 


# Glory series. A new series from Sier- 


Judgement Rites, a new adventure || to have improved graphics, good 
and more realistic graphics as well featuring the original crew of the 


ge Enterprise. Word is also out that§ 


Interplay plans a third title as well as 


fī the original game on CD-ROM. 


leMotion’s Alone in the Dark creat- 
ged a stir in the gaming community 
with it’s unique look and play 
mechanics. The company plans a 
isequel as well as Shadow of the 
Comet, a story that will also be 


ture market hard in the coming based on the works of Lovecraft. 


‘= aE 
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puzzles to solve and a different main 
character from the original game. 

All in all, the catch-all category for 
computer games looks stronger than 
ever. With the proven popularity of 
the genre in years past and the 
strong line of games coming in the 

near future, gamers looking for a 
way to escape reality and find 
adventure need look no further than 
their own PC. 


The World's First Photorealistic Interactive CD Sci-Fi Adventure 


INVISION 1993 Multimedia Awards 
Award of Excellence 
plus 
*Gold-Best Animation/Graphics 
*Bronze -Best Production 
Design 
*Bronze -Adult Games 


"the world of interactive 
gaming is never going to 
be the same." 

Mark Rhodes, Multimedia Editor, 
Micropublishing News 


6 June 2318, 06517. 
Attention Temporal Protectorate: 


A rip has been detected in the fabric of time. Only moments remain until 
all that mankind has accomplished is laid waste. Your objective-journey 
through time...from prehistoric lands to the distant future, to prevent any 
compromise in the established continuum. But before the game is over, 
you must discover who...or what...is the source of this mayhem, and bring 
it to a halt. 

* Photorealistic 3D modeled worlds to explore * Over 30 minutes of full motion video 


* Integrated arcade action and puzzles to * No set order in which the goals must be 
challenge any player accomplished 


* Intuitive interface featuring easy-to-use * More than one solution to each prob- 
inventory and movement controls lem you encounter ; N 
* Original soundtrack * Also available on Macintosh CD mie oni ee 
Multi-level challenges 
Take a ride through time on the CD Adventure TRAS OMS ptt 
= » MPCversionbyQuadralnteractive,inc. 
that will alter history. QyAnra 
Available at retailers throughout the continuum or by contacting: w A) 
Quadra Interactive, Inc., P.O. Box 188033, Carlsbad, CA 92009-9793 INTERACTIVE 


Kasparov’s Gambit 
by Electronic Arts 


For the uninitiated, the world of 
chess seems a dull one where play- 
ers repeat the same strategies over 
and over. For those who play seri- 
ously, though, chess is a vibrant, 
exciting game filled with nuance and 
change. Electronic Arts attempts to 
bring this philosophy to the chess 
world with Kasparov’s Gambit. 


To learn the ropes, take lessons from the 
instructional lessons included. 


Using the likeness and advice of 
one of the greatest chess players in 
the world (if not the greatest), Gam- 
bit offers a different approach to the 
classic game. Novice players can 
use the program as an instructional 
device, slowly increasing the level of 
difficulty, while masters and grand 
masters can find intense challenge. 

Instead of playing against the 
computer in a static “beginner” or 
“advanced” mode, Kasparov’s Gam- 
bit offers you the chance to play 
against some of the great and not- 


Choose your opponent from some of histo- 
ry's weightiest thinkers. 
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so-great thinkers of history. Each of 
these players comes with an Elo rat- 
ing so you can pick the opponent 
who best suits your skill. Of course, 
if you want to play against someone 
more difficult and still want a fighting 
chance, each of the computer oppo- 
nents is editable. 

For the casual player, the standard 
game mode allows moves to be 
taken back, even all the way to the 
start of the game. Serious chess 
fans can set the game to tournament 
mode, in which 40 moves must be 
made in a two hour time period; no 
move can be taken back and no 
advice is given. 


Change the color of the board and pieces to 
suit your mood. 


TECH 


ECS 
Electronic Arts 
Formats: || PC and compatibles 


Chess simulation 
4th Quarter, ‘9 


heme: 
Available: 


Retail Price: 


| PC and compatibles] 

Most major 

Sona A sound caras 
| _Chess simulation] 


In the standard game, Kasparov 
will tell you how you are doing. If you 
make a serious blunder, he'll warn 
you and may suggest you take the 
move back. On the other hand, he 
may see the reason you left one of 
your pieces in jeopardy. When 
you've made the best move for the 
situation, he'll congratulate you, and 
coming from Gary Kasparov, this is 
no small praise! 

Kasparov's Gambit has been cre- 
ated under the tutelage of chess 
master Hal Bognor. His chess 
knowledge helped create the library 
of 500 famous chess games includ- 
ed with the game, the tutor, and the 
look of the 3-D board. 

While the game can be played in 
the two-dimensional mode, it is the 
3-D mode that really sets this chess 
game apart. While many computer 
chess sims offer a low perspective 
of the board, Kasparov's Gambit 
looks as it would if you were seated 
at a real chess board. This higher 
perspective allows the entire board 
to be seen easily, making it less like- 
ly that you will move onto an endan- 
gered square accidentally. 


The three-dimensional mode offers an excel- 
lent view of the game. 


Among the features of Kasparov's 
Gambit are live video and audio of 
Kasparov, a pause feature which 
allows you to test out moves before 
making them and Elo ratings for 
human players as well as their com- 
puterized opponents. Kasparov's 
Gambit will be available soon. 


Stonekeep 


by Interplay 


Imagine you are walking down a 
slimy corridor, the flickering light of 
your torch the only illumination. Sud- 
denly, a skeleton jumps out from 
behind a corner and advances, 
swinging its sword. You back away, 
blocking its charge, only to bump 
into the wall behind you. In despera- 
tion, you swing, and a lucky hit con- 
nects, sending the skeleton clatter- 
ing to the floor. 

This is the effect that the makers 
of Stonekeep have planned for their 
game, using a first-person perspec- 
tive and digitized graphics to bring 
the player into the action like no title 
has before. You control every action 
of the hero, looking at the dungeon 
not as part of the game screen, but 
as your full view of the world you 
inhabit. 


The game begins when the god- 
dess Thera sends you on the quest 
to retrieve the Orbs of Life and 
destroy the Shadow King and his 
minions. This starts your journey into 
the dark world inhabited by evil crea- 
tures lusting only for your death. 

According to Interplay President 
Brian Fargo, Stonekeep is one of the 


most ambitious projects the compa- 
ny has attempted. A few years ago, 
Interplay wanted to make another 
fantasy role-playing game, but didn’t 
want to pursue the old standard 
ways of doing things. Says Fargo, 
"We're out to recapture the crown for 
this genre." 

One of the features that makes 
Stonekeep so engaging for the play- 
er is the fact that the player's view of 
the action is unobstructed by menus 
and graphics that aren't a part of the 
dungeon. The game has been creat- 
ed in a way to totally immerse the 
player into the action on-screen. 
Awkward control schemes have 
been eliminated, with the game 
using four cursor keys and a mouse. 
With no other mode than the full- 
screen dungeon, the player does not 
need to access other screens, allow- 
ing the rhythm of the game to contin- 
ue unhindered. 

In addition to the full-screen graph- 
ics and lack of menus, Stonekeep is 
designed to be as user-friendly as 
possible. This includes an auto-map 
function as well as the simple con- 
trols. This doesn't make the game 
simple, though. Intricate plots and 
sub-plots will need to be resolved 
before you can emerge from the 
Shadow King's dark realm and claim 
victory. 


Another feature that helps set 
Stonekeep apart from the normal 
fantasy role-playing game is the 
graphics. Monsters and characters 
were filmed in front of a blue screen 
and digitized to operate in the game. 
Additionally, all of the backdrops of 
the 13 different domains that must 
be traversed are 3-D rendered 
worlds, giving the player both a real- 
istic setting and vivid opponents to 
battle. Shown on this page are some 
of the creatures and characters that 
the player will encounter in his or her 
journey. While they may not look 
frightening in front of a blue screen, 
turn off the lights when playing and 
let one of them surprise you! 

Stonekeep is currently scheduled 
for release by the end of the year. If 
you think you have what it takes to 
find the Orbs and defeat the Shadow 
King, test your might! 


Most major 
sound boards 
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The Terminator: 


Rampage 
by Bethesda Softworks 


At the conclusion of Terminator 
2029, SkyNet was destroyed, leav- 
ing the Earth free from its metallic 
grip. After the war, Col. John Connor 
and a few scientists began experi- 
menting with the space shuttle- 
based Time Distortion Device. The 
function of this machine was to 
cause bubbles of “null-time” around 
the user. Once it was fully under- 
stood, Connor hoped to use the 
device to alleviate some of the 
destruction of the horror caused by 
SkyNet's war against humanity. 

ERI o 
me 


Connor and the resistance thought the war 
with SkyNet was over... 


But the TDD wasn't understood as 
well as Connor thought. Once acti- 
vated, all of the Resistance person- 
nel caught outside the machine 
began disappearing into thin air. 
Destroyed SkyNet bases began 
reappearing, and intercepted mes- 
sages from ComSat tracking satel- 
lites revealed the existence of the 
SkyNet Orbital Platform back on- 
line, and ready for trouble! 


August 3, 2029 


...but SkyNet has other plans for the rem- 
nants of human civilization. 


Connor and the last surviving sci- 
entists now must attempt to unravel 
this mystery. To do so, they 
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accessed the shuttle's computer 
memory. Locked in that memory 
was the shocking answer to the plan 
conceived by SkyNet and its 
ressurection. Now, Connor and his 
agents must once more battle 
against the horrors of SkyNet. 

The Terminator: Rampage adds all 
new weapon systems and a full 360* 
rotational battle engine to help you 
fight your way through 32 levels of 
Cyberdyne against the new defense 
forces of SkyNet. This time, the bat- 
tle is to the finish. 


New weapons and new enemies await the 
player of The Terminator: Rampage. 


Rampage is enhanced by the real- 
istic 3-D graphics and VGA displays. 
The game will also include MIDI 
music and digitized sound effects to 
help bring the level of battle you'd 
expect in a game bearing the Termi- 
nator license to the PC. 

As you can see from the pictures 
here, The Terminator: Rampage will 
have a similar feel to the original 
Terminator 2029. This time, howev- 
er, you'll see your arms and your 
weapon. While this may make tar- 


Hope you're fast on the draw, because this 
terminator is out for blood! 


Don't expect to see too many empty rooms 
on the levels of Cyberdyne! 


geting an enemy different from the 
first game, it also gives you a more 
realistic perspective on the action. 

The enemies you loved to destroy 
in The Terminator 2029 are all back 
for more action at the Cyberdyne 
labs. Seekers, Terminators and 
Eradicators will dog your every step 
as you strive to reach the innermost 
part of SkyNet's base. Only those 
with quick reactions and a hair trig- 
ger stand a chance. 


While one ‘bot goes down, another moves in 
for the kill from the right. 


The Terminator: Rampage should 
be released in October this year. 
Incredible action and sounds await 
the player who dares enter the con- 
fines of SkyNet's new home. In this 
world, only man or machine can sur- 
vive. Those who destroy this manu- 
factured evil will have the satisfac- 
tion of saving the human race. 
Those who fail will see its metal foot 
crush the last traces of resistance. 
Can you stand up to the challenge? 


VGA 
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Retail Price: $69.95 
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WWII: Battles of the 
South Pacific 


by QQP 


The low hum of the Grumman 
Hellcats can now be heard. They’re 
returning from a quick mission 
against their Japanese foes off the 
coast of the Solomon Islands. Will 
your pilots return with good news, or 
have they run into some extremely 
tough resistance? In WWII: Battles 
of the South Pacific, you are put in 
charge of either the Japanese or 
American forces, trying to gain con- 
trol of this vital area during the trials 
and tribulations of the “big war.” 


You may engage in single battles, 
specific, intense missions or theatre- 
wide campaigns. The overall realism 
of the simulation will amaze you. 
You'll obtain ships, weapons and 
new planes at about the same time 
the actual commanders did. The 
success of your missions will 
depend on your own tactical exper- 
tise, as well as the overall strength 
and supply of your entire task force. 
You must make the decisions to join 
forces, destroy bases when retreat- 
ing, targets to bomb, navigation, sub 
attacks, air battles, and much, much 
more! 

Advanced tactical considerations 
such as fuel supply, pilot moral, nor- 


TECH SPECS 


Formats: | PC / compatibles 


uico [ERR 


"F Most sound boards 


Military Simulation 
A 4th Quarter, ‘93 


Retail Price: N/A 


mal wear and tear on equipment and 
infantry battles will also factor in on 
the eventual outcome of your mis- 
sions. WWII: Battles of the South 
Pacific features VGA graphics and 
unique, realistic sound effects. Like 
war itself, the game is easy to start, 
but difficult to master. 


Move your fleet carefully or fall to the might 
of Japan's navy! 
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Companions of 


Xanth 
by Legend 
Just about anyone who reads fan- 
tasy novels has probably heard of, if 
not read, books by Piers Anthony. 
The largest and possibly most popu- 
lar set that he has written is the 
Xanth series. The books take place 
around the inhabitants of a magical 
land where everyone is born with a 
magical talent and the puns of the 
mundane world come to amusing 
and sometimes dangerous life. This 
is the basis for the new computer 
game Companions of Xanth. 
Legend and Piers Anthony have 
teamed up to bring the bizarre world 
of Xanth to life in the adventure 


The whole thing begins with a phone call, a 
bet and a strange computer game. 


game style that Legend is well 
known for. The pun-based realm 
blends well with the already estab- 
lished sense of humor that was evi- 
dent in earlier efforts like Eric the 
Unready. Companions is also the 
first game to feature the new game 
interface. This new engine is 
unquestionably easier to play than 
the older system used in their text- 


Grundy the Golem explains the rules and 
instructs you to choose a companion. 
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command graphic adventure games. 
With a much more sophisticated 
interface between the mouse and 
active items on the screen, control- 
ling the game will require less effort 
on the part of the player then it did 
before. 

The game starts out in the mun- 
dane world (you know, the same 
place you brush your teeth and per- 
form other daily tasks in). However, 


Nada Naga will offer as much help and 
advice as she can. 


what is turning out to be a really rot- 
ten day takes a new direction when 
one of your friends calls up and 
challenges you to try a new comput- 
er game. Loading up this game 
takes you into a new world where 
the rules are significantly different. 
First, you are given a little back- 
ground and direction by Grundy 
Golem, a magical construct of string 
and wood. Then, you are allowed to 


You will encounter many strange people and 
places in the magical land of Xanth. 


TECH SPECS 
Develo Legend Entertainment 
Compan 


and compatibles 


Sound Blaster, Ad Lib, 
Roland 
Theme: | 


Theme 
Available: 
Retail Price: 


The Compendium of Xanth will give you info 
on the unique features of this land. 


choose a companion to accompany 
you on your journey through this 
strange land. This person will be 
able to offer information, sugges- 
tions and physical help. If you want 
to accomplish your task, though, you 
will have to completely alter the way 
you think. 

In Xanth, puns are a driving force 
for how things work, so look careful- 
ly for double meanings in words and 
wrack your brain for phrases that 


Fight controversy (and bad puns) in battles 
against issues such as this Censer-ship. 


could apply to a given situation. 
Fans of the novels will be at some- 
what of an advantage as they have 
a better idea of what is going on and 
what to expect. However, anyone 
can play well with some imagination, 
ingenuity and the ability to grasp a 
new form of logic. For a light-hearted 
romp through a magical new realm, 
give Companions of Xanth a try. 


The puzzle solving in Companions will 
require an all new way of looking at things. 


WITH THUNDER BOARD, YOU ~ 
WOULD HAVE HEARD IT COMING. 


software. Screaming highs. Shuddering lows. 


A jet engine roars — bogey at 
More convincing sound effects. And, 


your six o’clock. But, because your 
because Thunder Board is 100% 


PC's internal sound is still at ground 


level, you’ve just become a painted star compatible with AdLib and Sound 


Blaster" applications, it’s an even 


under his cockpit canopy. So before 


you select “New Game”, jet over to greater value. So react fast, 
your phone and call Media Vision because this offer is good only 
Resource, where Thunder Board" is while supplies last! 


on sale at a low-altitude price — just $59. After that, it goes 


LJ 

"u^ , k ver , e 
That’s not much to pay for the high-fidelity down in flames! e 
T ; . Tc e. 
Call Media Vision today, ° 


1-800-684-6699. MEDIA VISION 


“sound of adventure” that adds exhilarating new 


realism to PC games, music and educational 


Call 1-800-684-6699 for information.© 1993 Media Vision, Inc., 3185 Laurelview Court, Fremont, CA 94538. (510) 770-8600. Thunder Board is a trademark of 
Media Vision, Inc. Any other trademarks and registered trademarks are owned by their respective holders. Any and all bundled software subject to change without notic 
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BloodNet 


by MicroProse 

Ransom Stark lives in a bleak 
time where lives are cheap and 
information is the higher commodity. 
Making his living as a free-lance 
operative he sells data to whoever 
can meet his price, no questions 
asked. His dreary existence is about 
to take a nasty turn. 

While collecting for a finished job, 
he is attacked by the vampire lord, 
Abraham Van Helsing. Only his 
cybernetic implant keeps him from 
completly succumbing to the vam- 
pirism and Van Helsing’s will. Catch- 
ing his new master by surprise, he is 
able to escape into the streets and 


Ransom is given a job to do by the enigmat- 
ic and lovely Melissa Van Helsing. 


Upon the completion of his task, he 
attempts to claim his payment. 


However, Melissa’s father, Abraham, has 
other plans for Mr. Stark. 
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Ransom is transformed into a vampire, but 
maintains control of his will. 


A way must be found to stop Van Helsing 
before he dooms humanity forever. 


get away. Now he is hunted, by both 
vampires and vampire hunters. He 
must find a way to stop the scheme 
of the vampire lord, before he is able 
to extend his control over all of 
mankind. Time is running out; Ran- 
som cannot evade his pursuers for- 
ever, and the implant can only stave 
off the curse running through his 
veins for so long. His thirst is grow- 


Travel to locations around the dismal New 
York City of the future. : 


VGA 


Roland, Sound Blaster 
(Pro), Ad Lib, Pro 
Audio Spectrum 
Role-playing 


The beauty of Cyberspace can hold many 
hidden dangers for the unwary. 


ing, and soon he too will join the 
ranks of the undead irrevocably and 
forever. 

In this Cyberpunk-style role-play- 
ing game you are the deperate, 
Ransom Stark. You have to find a 
cure for your condition, locate the 
ultimate Icebreaker program within 
the realm of Cyberspace and stop 
Van Helsing’s plan. In the real world, 
you will go from location to location 
talking to people and acquiring use- 


Some things will be required for you to exist 
as a member of the undead. 


ful items and information. Some of 
the people may even join your party 
to aid you. You'll also explore the 
bizarre realm of Cyberspace where 
hackers project their consciousness 
into the computer network as elec- 
tronic icons. The odds seem unsur- 
mountable, but Ransom Stark has 
always come out ahead in the past. 
Now, he has to see how he can do 
when someone changes the rules. 


: n 
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Add to and upgrade your decking board to 
enhance your abilities. 


Choose any Two Sierra Games 
when you switch to Sprint 


Sprint long-distance service just 
became more valuable - up to $159.95 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
And after enjoying six months of high- 
quality long-distance, you'll receive a 
second Sierra game or one month of 
free long-distance service.* 

Only Sprint can offer you a 
nationwide 100% digital, fiber optic 
network that provides the long-distance 
quality and reliability you need. 
Experience for yourself Sprint's "fiber 
optic" clarity that makes both your 
long-distance calls and PC data 
transmissions crystal clear and error free. 

But unsurpassed call and data clarity 
is just.one of the many benefits you will 
enjoy as a Sprint customer... + 


"The Most” A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called "The 
Most" available now for all customers. 
The Most will save Sprint customers 20 
percent on already low rates on their 
calls gach month to whomever they talk 


to the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide automatic 
20 percent discounts on all calls to 
Sprint's millions of customers, anytime 
and anywhere. 

When the most frequently called 
number in a given month is a Sprint 
customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.** 


Save on Long Distance When 
You're away from home too! 

Sprint's FONCARD™ travel card lets 
you continue to take advantage of 
clear calling and savings even when 
you're away from home. Plus the 
FONCARD is free, with cards available 
to every member of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
directory assistance, customer service, 


even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
Switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


E Sprint. 


* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for FONCARD - only orders. Certain restrictions 
apply. Free month is up to $25 usage on 4th month invoice. 
To qualify for a second game or free month of long- 
distance the customer must bill $20 per month in 3 of the 
first 6 months. 

** THE MOST discounts apply to intra-state calls only where 
authorized. 


CyberSpace 


by Empire 


The Iron Crown Enterprises game 
CyberSpace, one of the premier 
titles in the science fiction genre of 
role-playing games, is being brought 
to the computer with the help of 
Empire. 

The game takes place in the year 
2090 in San Francisco. The social 
order has degenerated, and now the 
city and most of the world is con- 
trolled by gangs of cybernetically 
enhanced thugs. The value of 
human life has diminished to almost 
nothing. It is a world of chaos and 
despair. 


Excite your computer! 
10 years ago we were 
ahead of our time 

. . call us if you'd 
like to catch up! 


Call 


1-800-433-2938 


for a free listing 
or to place an order 


CD ROM 
AMIGA * IBM * MAC 
ATARI * GENESIS 
SUPERNINTENDO 


WEDGWOOD 
RENTAL 


5316 Woodway Drive 
Fort Worth, Texas 76133 


Technology has become the most 
important aspect of everyone's life. 
The ruling criminals have used the 
improved technology to create an 
enhanced computer-generated 
world called CyberSpace. Here, as 
in the real world, they call the shots 
and are masters of the world's fate. 


Could this digital landscape be the future of 
virtual reality? 


CyberSpace uses vector graphics 
combined with 3-D bit-mapped 
graphics for a unique and distinctive 
look. Characters, for instance, fea- 
ture bit-mapped faces and polygonal 
bodies. This allows each character 


to move fluidly while giving each a 
distinct, more realistic looking face 
and features. 


Use the map screen to keep track of where 
you have been. 


The heads-up display gives relevant informa- 
tion without impeding play. 


Among the enhancements avail- 
able to characters are cybernetic 
attachments such as computer 
implants. CyberSpace features an 
easy-to-use player development 
system that will help you decide how 
and when to improve your character. 

CyberSpace includes a first-per- 
Son perspective, and avoids the use 
of inventory and command lists with 
an easy heads-up display that does 
not interfere with game play. 

If you think you've got what it 
takes to enter a virtual world and 
emerge on top, step into Cyber- 
Space. In this world, only the 
strongest survive. 


TECH SPECS 


PC, Amiga, Atari ST 


Sound cards 


For more information or to order call 
1-800-WEB-FEET 
4 © 1993 Mallard Software, Inc. 
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HAVE THE HERO ILLUSTRATED 


COME RIGHT TO YOUR DOOR! 


Get 12 issues of HERO for only $19.95! Send payment to: HERO 
ILLUSTRATED, P.O. Box 7344, Red Oak, IA 51591-0597 


Name e S 
Address 
City 
State mu 

.. Payment Enclosed 
Credit Card Orders: 
. .... VISA — MC 
Card No. 
Exp. Date _ 
Signature 


For Faster Service, Call Toll-Free: 
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The Labyrinth of Time 


by Electronic Arts 


This release from EA is a fanta- 
sy adventure game, featuring a 
series of increasingly difficult logic 
and graphic puzzles which must be 
completed in order to win the game. 
Sounds easy? Not under these cir- 
cumstances. 
The player begins the game as a 
normal trip to the subway station, 


me Most sound boards 
- 


4th Quarter, ‘93 


Retail Price: 


but is soon whisked away from the 
real world. King Minos (of Greek 
mythology) has taken the spirit of his 
ancient master-builder, Daedalus, 


prisoner. Daedalus built the famous 
Labyrinth of Knossos, and King 
Minos is forcing Daedalus to build a 
new labyrinth, one that has door- 
ways into a number of historical 
epochs. The evil King Minos strives 
to rule Earth in all history via the 
Labyrinth, and wants to become the 
ultimate despot of all the ages. 

As Daedalus tries to fight off the 
mental captivity under which his 
spirit is placed, he sets out to recruit 
a technically advanced warrior-who 
just happens to be an innocent 
bystander in the twentieth century 
one his way to work. Who is it? Take 
a look in the mirror, warrior! 


Myst 


by Broderbund Software 


Being an avid reader, you've stum- 
bled across an old, beat-up book 
that looks rather mysterious. Natu- 
rally, you carefully open it up and 
find yourself transported to an alter- 
nate reality, a surrealistic adventure 
game called Myst-a world unlike 
anything you've ever experienced 
before! 

As you explore this incredible 
world, you'll soon learn that Myst 
was created by a mysterious man 
who perfected an amazing art that 


transported the readers of books 
into fantastic worlds. But something 
has gone terribly wrong! As you ven- 
ture forth from the submerged ship, 


TECH SPECS 


Broderbund 


256 color, 


photo-realistic’ 


nep Macintosh sound 


Available: Fall '93 
Retail Price: 


You'll find that the entire area is eeri- 
ly empty and stone silent, except for 
the chirping of a few birds and the 
gentle lapping of the water. What 
has happened to the creator of Myst 
and the people who once lived 
there? It is up to you to find out. 
Myst features stunning 3-D photo- 
realistic graphics that will amaze 
you. The game is non-linear, mean- 
ing you are free to roam wherever 
you wish. The interface is icon-free, 
allowing easy control and smooth 
game play. There's no inventory, 
and players don't die, so it's one 
game that will play a long time! 
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Victory at Sea 


by Three-Sixty 


The Pacific theatre of operations in 
World War II provided some of the 
most intense naval battles of that 
war, with ships from both the Allied 
and Axis powers trying to outfox 
each other in strategic missions and 
cut-throat naval maneuvers. The 
success or failure of these naval 
campaigns often depended on the 
quick decisions and discipline of 
crewmen, on up to the tactical bril- 
liance and strategic masterminding 


P 
Choose the format of your attacking ships 
and take command on the tactical level. 


of the task force commanders. In 
Victory at Sea from Three-Sixty 
Pacific, the player has the opportuni- 
ty to indulge in either or both of 
these positions. 

Designed by world-famous military 
expert James F. Dunnigan, Victory 
at Sea will feature complete strate- 
gic and tactical games, Super VGA 
graphics and support on both the 
IBM and Macintosh. Additionally, 
Three-Sixty will use this game to 
launch its revolutionary new Game- 
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Book concept of war simulation 
computer gaming. 

Due to its intense depth of play, 
Victory at Sea will most likely be the 
premiere World War II Pacific the- 
atre product on the market. It is 
actually two games in one; in the 
strategic level, game players can 
direct the entire Pacific campaign 
from the commander's seat on the 
task force level. When opposing 
ships get withing range, gamers 


PC / Macintosh 
VGA 


have the option of "going tactical" 
and playing out the engagement on 
a ship-to-ship basis. 

The GameBook feature is really a 
wonderful addition to the game 


which will be sure to add lots of 
enjoyment to those even casually 
interested in the events, people, 
weapons and campaigns involving 
the Pacific theater. The GameBook 


There are many zoom-levels available to get 
a closer look at the action. 


is a true on-line book made up of a 
wealth of valuable information rang- 
ing from commander photographs 
and biographies to in-depth histori- 
cal analysis of various aspects of the 
missions in the theatre. Simply by 
double clicking on game objects 
such as geographic areas or the 
ships used in conflicts, players will 
find lots of exciting info just waiting 
to be read. With additional access 
provided through the use of key 
work Hyper text linkage, menus, and 
dialog boxes, players will receive an 
invaluable educational tool along 
with an already fantastic military sim. 

James F. Dunnigan is the founder 
and former chief game designer for 
Strategic Publications, Inc., and has 
been featured on many television 
appearances, including an episode 


eg CASA Es 
Full-motion video will add to the excitement 
of the campaigns. 


of Donahue and, most recently, a 
half-hour information session with 
Tom Brokaw addressing Iraqi 
aggression in the Gulf. His back- 
ground serves the programming of 
the game quite well. Rest assured 
that this is a well-programmed game 
with quality historical accuracy and 
vivid mission simulations! 


Dragon Knight Ill 
by Megatech 


From the makers of the intense 
adult RPG called Cobra Mission 
comes the release of Dragon Knight 
lll. This fantasy-based RPG brings 
the latest techniques of Japanese 
Anime and pools the talents of 
comic artists and American writers 
to bring you a fantastic game with 
stunning VGA graphics and a unique 
and complex storyline. 

The lead character in this story is 
named Desmond. Throughout his 


early years, he knew he would stand 
out above the others in strength, 
intelligence and good looks. His 
feats of bravery and courage were 
equalled by no man. As a matter of 
fact, the only tales rivaling those of 
his bulk were the one pertaining to 
his escapades with the many gor- 
geous ladies who longed for his 
wonderful companionship. 

As he travels from town to town, 
he continues to expand his own leg- 


end by besting oppo- 
nents on the battlefield 
and carousing with the 
ladies at every possoble 
opportunity. However, 
Desmond soon realizes 
that being the Chosen 
One comes with a large 
amount of risk. 

Numerous demons 
and monsters begin to 
flood the land, bent on 
enticing Desmond into 
their evil, dark lairs 
where they would 
undoubtedly quickly 
undo his "glorious" his- 
tory and promising 
future. Desmond begins to trust no 
one, and is absolutely 
unaware of his best friend's 
true identity-one which will 
surely surprise both the 
player and Desmond him- 
self. Desmond remains 
blindingly loyal to Rolf even 
as the demons and devils 
begin to reveal the true pur- 
pose of both their lives. 

Soon, Desmond hits 
some hard times, and bad 
luck seems to dog his steps wherev- 
er he goes. He soon loses 
his precious enchanted 
weapons and his oft- 
removed codpiece. What 
more can happen to him, 
now that he has lost nearly 
every weapon he owns? 
Maidens remain by his stur- 
dy side, though they know 
what awaits them. Howev- 
er, this light-spawned hero 
will need much more to rid 
the land he loves 
of the infesting 
dark forces that 
have overtaken it. 
He must suc- 
ceed-no one else 
can defeat these 
foes, or satisfy 
the hundreds of 
women longing 
for the great 
Desmond. 

While playing 


* 


In this epic game of dungeons, dragons and danger, you must help the Dragon Knight III, 


hero regain his power and defeat the ever-increasing forces of evil. 


the gamer will be 


As in the other Megatech releases, you'll get the opportunity 
to fraternize with many beautiful damsels in distress! 


treated to unmatched animation and 
characters that actually speak (in 
digitized speech). What's more, the 
musical score throughout the sce- 
nario will definitely draw the player 
further into the mystical world of 
danger and adventure. Best of all, 
the entire game takes up only 15 
megs of hard drive space! 

With past releases such as Metal 
and Lace: The Battle of the Robo 
Babes, you can be sure Megatech 
will deliver a great game. Join in on 
incredibly sexy and exciting graphics 
that go hand-in-hand with an strong 


gaming engine and intriguing plot 
when you enter the ever-challenging 
world of Dragon Knight III. 


PC / compatibles 


Formats: | 
uam? CNCHEMÉMA 


Most sound boards 


Adventure/RPG 
Available: 
Retail Price: $69.95 


heme: 
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R.A.W. Entertainment’s strong winter line-up should keep 
the company moving ahead. 


No one ever said the life of a small 
computer game publisher was easy. 
Just ask John Ingram at R.A.W. 
Entertainment. Small publishers face 
unique problems of how to get their 
products in front of the faces of 
reviewers and the public. 

Of course, there are particular 
benefits to being a small publisher 
as well. Again, just ask John Ingram. 

R.A.W.’s decision to market its 
software through direct sales only is 
an interesting one in this world 
where software publishers battle 
each other tooth and nail for a few 
precious inches of shelf space at the 
local retail outlet. It’s evident, 
though, that he’s not alone in this 
decision. Among the companies who 
have joined R.A.W.’s mail order cat- 
alog are Norsehelm, the creators of 
Ragnarok, and AuroraSoft, creators 
of 1996: The Seeds of Armageddon. 

Despite its size (and perhaps 
because of it), R.A.W. has come up 
with a powerful line-up for the rest of 
this year into 1994. The company 
hopes the quality of these games, 
along with their commitment to cus- 
tomer support (including a 30-day 
money back guarantee) will elevate 
them from cult status to major con- 
tender. How are their chances? 
Take a look at what's coming. 

Severed Heads. Fleet Comman- 
der. 1996: The Seeds of Armaged- 
don. Road to the Rhine. Dominant 
Species. 


The aptly named Severed Heads looks for 
gore on the PC and Amiga. 
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Severed Heads is currently avail- 
able for both the Amiga and PC (and 
is reviewed in this issue on page 
22). Heads, along with Ragnarok 
represents the new step R.A.W. is 
taking. In addition to producing the 
Strategy games like Action Stations 
the company is known for, R.A.W. 
has also moved into new markets 
like role-playing. Hard-core military 
sim players need not worry, though. 
One of R.A.W.'s next releases will 


be the long awaited Fleet Comman- 
der. 


Past titles include Action Stations and 
Spoils of War (shown here). 


In 1996, according to R.A.W. affili- 
ate Aurorasoft, the world has broken 
down into several alliances, all vying 
for world domination. 1996: The 
Seeds of Armageddon puts you in 
the middle of this conflict and allows 
you to control all aspects of one of 
these world powers. Up to six 
humans can play at one time, and 
with five neutral countries to fight 
against as well, world domination 
will not be easy. 


Loads of options make The Seeds of 
Armageddon fertile, indeed. 


Simple set-up and control belie the intense 
action in Road to the Rhine. 


Dominant Species has elements of 
several other games with a unique 
twist. Starting from the most basic 
form of life, the amoeba, you must 
direct the development of life on 
Earth. More than 30 billion species 
can be created. Of course, not all 
can survive. Only those best adapt- 
ed to the planet will compete suc- 
cessfully. To make matters more dif- 
ficult, other players will be creating 
and developing their own species of 
animal, and as the Earth changes 
from epoch to epoch, weather condi- 
tions and temperatures change, 
causing some life forms to be ren- 
dered extinct. 

R.A.W. made its name with mili- 
tary simulations, and Road to the 
Rhine will please those looking for a 
good historical battle. The game 
simulates the Allied push toward the 
Rhine river in the latter stages of 
World War Il. Complete with an 
easy-to-learn and use mouse inter- 
face, Road to the Rhine promises to 
give advanced military strategists a 
challenge, either from the beefed up 
and highly realistic Al (which can be 
set to a difficulty level of 25096 
above normal)or from a human 
opponent across modem lines. 

These games won't be in stores 
this Christmas, but they should be 
available now. For more information, 
call (713) 286-2386. 


The Al in Road to the Rhine won't cheat to 
win. It flanks to win. 


STRIKE SQUAD™ 


Role-playing strategy. 

Kkistik forces have de- 
stroyed Bao, your once 
beautiful home planet... 


killing your loved ones. Assemble a mercenary squad and 


head to Trindor on your first step towards revenge. 


MAGIC 
CANDLE II" 
Role-playing fantasy. 
Prepare a campaign to 
free the guardians of 
the Magic Candle. Learn the secret of the four 
and forty. 


STAR LEGIONS™ 


A game of strategic 
planetary conquest. 
With each victory you 
gradually ascend to 
the highest Krellan honor-the rank of 
Imperial Tribune! 


'TEGELS 
MERCENARIES™ 


Role-playing strategy 
game. Assemble a 


strike force of soldiers- 


for-hire. The mission must succeed at any cost. 


WALLS 
OF ROME" 


Siege Warfare. From 
the plains of Carthage 
to the forests of 
Britain, from Greece and Persia to Rome herself, 
experience siege warfare as the ancients knew it. 


BLOODSTONE™ 


Role-playing fantasy. 
You go in search of 
magical treasures from 
the days of legend, : 
when gods walked in the world with their children. 


MAGIC 
CANDLE III 


Role-playing 
fantasy. The ancient 
lands around the 
Solian Sea have been stricken by a mysterious 


blight. Can your hero find the source? 


SIEGE" 


Castle Warfare. 

Study ongoing ma- 
neuvers, then direct 
your troops to repel 


the advancing raid or to surge forward and 
take the castle. 


2291 205th Street, Suite 201 
"Torrance, CA 90501 


CALL 310-320-5214 OR 1-800-525-4933 
Fax 310-320-1522 


Congratulations! 
You are now the 
proud owner of the 
finest in mechanized 
interplanetary war- 
fare systems, the 
Westock-Waadam 
Warfare Workstation, 
or W2WW. The culmi- 
nation of more than a 
century of dedicated 
work and fine tuning, 
the W2WW started 
from the Westock 
company, which was 
involved with enter- 
tainment software. A 
meeting with the 
alien race called the 
Waadam inspired 
Westock to put its 
knowledge of military 
simulations to use in 
the real world. This 
supplemental bro- 
chure is intended to 
help out W2WW pur- 
chasers planning on 
taking over their first 
planet. Have fun, and 
good luck! 

-General Tohm Westock V 
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Con STRATEGY 


When Two 


Of course, no one can tell you the 
best way to use the W2WW. Styles 
of military commanders have dif- 
fered since the Westock-Waadam 
system became the standard way to 
conduct planetary battles. While 
some generals prefer to go in and 
wipe out an opposition regardless of 
the cost in manpower and destruc- 
tion of the planet conquered, others 
prefer to take more care (and thus 
more time) in conquest, offering 
them a still relatively lush colony to 
inhabit once the smoke clears. The 
choice of styles is yours to make, 
but remember, if you don’t win the 
war, you lose it. Winning is the most 
important thing in a military opera- 
tion of this sort. 

In spite of the variant styles of con- 
ducting the war, there are some fea- 
tures that remain similar. No general 
or military leader, no matter how 
intelligent and adept, can keep track 
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of every military unit at all times. 
This is why learning to program and 
use Library Missions is of critical 
importance, especially to the novice 
commander. 

What the Library Missions offer is 
100% dedication to the objective you 
select. The only thing that stops a 
unit that has a programmed mission 
is completion of the objective or 
obliteration. 

We won't go into the details of how 
to actually program a mission, but 
there are some tricks to deciding 
what to program into a mission. You 
need a clear idea of exactly what 
you want accomplished and how 
much risk you want the unit in ques- 
tion to take. For example, if you wish 
a unit to bomb enemy power sta- 
tions, you might command that it 
seek them out and attack, avoiding 
conflict with 
enemy military 
units. If you 
wish it to con- 
tinue to seek 
and destroy 
power stations, 
merely have 
the command 
repeat. Telling 
the unit to 
avoid combat 
increases its 
likelihood of 
surviving, and 
the repetition of 
the command 


DELETE ENE 


allows you to give the order and 
effectively forget about the unit. It'll 
keep searching and bombing until 
wiped out. 

Of course, to use a programmed 
mission effectively, you need to 
have units capable to carrying our 
the orders. This is where research 
comes in. It’s a very good bet that 
your tech level will start off low. The 
ten areas that your units can be 
improved in (the various propulsion 
mechanisms, missile range, accura- 
cy and power, radar capabilities, 
armor and transport) are all impor- 
tant to your final goal. However, 
some are more so than others. 

Perhaps the most important of the 
ten areas to begin researching is 
missile accuracy. It doesn’t matter 
how strong your missiles are or how 
far they can travel if they can’t hit the 
broad side of a launch facility. The 
more hits on the enemy you can 
inflict, the better your chances of 
taking them down. 

Second in line is armor. The more 
hits you can take, the longer you can 
stay in the battle. Accurate missiles 
and a thick skin prove to be a diffi- 
cult opponent. 

Third and fourth are missile range 
and radar range. Spotting enemies 
before they spot you and hitting 
them from a distance gives you a 
distinct advantage over them, partic- 
ularly if they don’t know where the 
shots are coming from. 

Of course, you shouldn't underes- 
timate the importance of missile 
power. The harder you hit your foe, 
the quicker you win the war. This 
holds true at the planetary as well as 
the skirmish level. 

Transport and unit speed, while 
important, are not as critical. Trans- 


Transporters allow you to move units from 
planet to planet. 


port is useful, since it allows you to 
haul more items to the enemy world 
per trip, but several transport units 
can handle the burden and be a little 
more flexible. Speed is good for get- 
ting away from an overmatched 
opponent or pursuing an easy kill, 
but it should not top your list of 
research projects. Keep your tech 
levels relatively consistent through- 
out the game, not relying too much 
on any one of them, and you should 
be in good position to have more 
powerful, harder hitting and faster 
units than the enemy. In wars of this 
sort, quality of units can often com- 
pensate for smaller quantity. 

Finally, a word needs to be said 
about scheduling. The building of 
facilities and military units all need to 
be scheduled correctly, or you'll find 
that critical items, such as aircraft 
slated for invasion of the enemy 
world, are being produced late, while 
less critical items are taking prece- 
dence. 

Military units should always come 
first, and it's a good idea to build 
those with defensive purposes first. 
You should always protect your 
home world before launching an 
attack. While this may slow down 
your invasion plans, you'll be much 
happier with a strong defense than 
one the enemy can easily rout. 


Facilities are important, though, so 
don't forget that you do need to build 
them. Save some time for this, stop- 
ping military unit production long 
enough that the facilities you need 
can be produced. After you've 
scheduled some units and facilities 
for building, rearrange them for the 
most efficient completion of tasks, 
keeping in mind that units should 
come first. 

Finally, when you have more than 


one base, it's a good idea to focus 
some of them on specific tasks (like 
unit production) so that the things 
you need are built in a timely man- 
ner. Keep a few bases working on 
all of the tasks so that those lower 
on the list get finished as well. 


Your Workstation 
in Action 


Once you understand the impor- 
tance of scheduling, research and 
mission programming, using your 
new W2WW is both simple and a 
pleasure. We've had many letters 
from satisfied customers who have 
reported that sitting behind the con- 
trols of the W2WW is now their main 
pleasure in life. We hope your expe- 
riences are similar. 

The main reason for this is the 
simple-to-use interface. The only 
time you'll ever see the various 
options concerning creating units or 
giving them orders is when you want 
to see them. Thus, the W2WW 
allows you to focus your attention on 
the areas of the battle that require it. 
Let's first talk about defending your 
home planet. 


The Backbone of 
Your Military 


The most impressive offensive 
threat is nothing if you don't have 
anything to back it up. While your 
units are enroute to the enemy plan- 
et, your home world can be ravaged 
and destroyed by conquering forces 
if you don't defend your territory. 
Thus, your first order of business, 
even before sending your troops to 
explore the enemy's land, is to pro- 
vide for a solid homefront. 

Plan your conquest around your 
defense. If you look at the ensuing 
battles, not as a conquest per se, 
but as a battle with ever expanding 
defensive lines, you'll have the right 
mindset to be a successful general. 
To create a solid wall, you'll need 
strong units and a good number of 
them. Land, sea and air forces are 
all important and should all figure 
heavily in your planet's protection. 
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Once a unit slated for defense is 
created, set it in motion ona 
patrolling mission. While it may take 
some time to actually come to 
fruition, you should schedule your 
missions carefully, so that when 
your defensive pattern is estab- 
lished, units cover a good amount of 
territory and do not have patterns 
that coincide with other units. Make 
sure that your patrols will, at least 
eventually, give you a regular look at 
everything going on on the planet's 
surface. When enemy forces do 
invade, swarm units against them 
and take them down as quickly as 
possible. 


Meritorious service by a unit will earn a pro- 
motion. 


Once you have a solid defensive 
perimeter established, you can start 
sending a higher percentage to the 
front, replacing obsolete units as 
your technologies improve. 


The Final Frontier 


Since your homeworld and the 
planet you wish to dominate are not 
right next to each other, you'll also 
have to do some work in space. 
Successful generals tend to look at 
the space between worlds not as 
merely something to be crossed, but 
as both a potential battleground and 
a site for early warning of enemy 
invasions. 

One tactic that will help your plan- 
etary defense is placing units in 
space close to your home world. 
Equip them with long range radar 
and accurate, long-distance missiles 
and program them to attack any 
incoming enemy ships. While you 
may lose some (or all) of your space 
defenses against a large-scale 
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enemy attack, you also have a good 
chance of knocking some enemy 
transports out before they touch 
down on your planet. This chance to 
significantly weaken your foe should 
not be overlooked. 

Another possible strategy is to 
move some faster units with shorter 
ranged missiles and better armor 
close to the enemy planet. When 
opposing troops go off-world to 
invade your home, these units can 
pursue the invasion fleet, harassing 
them as they cross the void. A 
perimeter around the enemy planet 
also allows your units uncontested 
access to the enemy world. 

Before you establish this perime- 
ter, or if the enemy gets a head start 
into space, move your units in routes 
other than the most direct one to the 
other planet. Since the most direct 
route is the one most frequently trav- 
eled, avoiding it will give you a better 
chance to reach the planet success- 
fully. When establishing the ships 
around your own world, don't forget 
to put a couple on the far side of the 
planet to protect against such a tac- 
tic from an intelligent computer 
enemy. 


Now that you've protected the 
homefront and established a solid 
force in space, it's time to start 
attacking with a purpose. As you've 
been creating your military units to 
protect your home, you should send 
some over to the enemy planet for 
several reasons. First, as early as 
you can, it helps to start picking off 
enemy units and facilities. While you 
may lose most of the units you send 
over, keeping the enemy forces 


Clustering facilities will make patrolling 
them easier. 


occupied and in danger is very 
important. While the goal of the war 
is to destroy all of the opposing mili- 
tary units, taking out some of the 
various facilities will help. Without 
Food Farms, enemy craft can't oper- 
ate, and without other facilities, they 
cannot be built. 

The other main reason to send 
ships over to the enemy planet 
quickly and with relative frequency, 
even before you're ready to begin 
the main assault, is that it gives you 
an excellent opportunity to map out 
the planet. With that accomplished, 
you can more easily decide where 
and how to attack. 


Only place facilities in the most ideal loca- 
tions for best results. 


The Final Analysis 


While use of these tactics will not 
guarantee victory, they should put 
you well on the way to interplanetary 
domination. Remember that your 
best offense is a solid defense, and 
while this wall is being produced, 
your best tactic is to harass the 
enemy, keeping him busy with feints 
and tying up his units. Getting the 
jump on the enemy and keeping him 
off balance goes a long way toward 
final victory. While defense is impor- 
tant, only through a well-coordinated 
attack can you achieve your ultimate 
goal. 

You've now learned the basic 
ropes of conducting a war with your 
new W2WW. We hope this unit pro- 
vides your military machine with all 
of the right tools to be the first planet 
in your solar system that colonizes 
space and decimates those less for- 
tunate and with less foresight than 
yourself. Thanks for choosing West- 
ock-Waadam, and enjoy your con- 
quest. -Steve Honeywell 
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With the setting sun, the deep 
shadows of night had started to set- 
tle over the land. High on the hills 
overlooking the town of Fairpass, a 
band of weary travellers came to a 
halt. Folwyna, renowned champion 
of the Lord of Beauty, looked down 
upon the once glorious city. Her 
heart sank as she saw, for the first 
time, what horrors the servants of 
Nightmare had wrought upon her 
home during their occupation. Her 
own appearance had suffered some 
from lack of sleep and hardship, but 
with proper rest, she could probably 
be restored to her former dark beau- 
ty which had never served to ham- 
per her deadliness. Fairpass, how- 
ever, looked to be beyond the point 
of restoration. 

Lord Nightmare's forces consisted 
of ten units of giants imported from 
distant Yordar for the purpose of 
holding the pass. Fearsome foes 
indeed, they outnumbered the hero- 
ine's own army of heavy cavalry and 
unicorns, but she hoped that the 
presence of Scalronis, the great Sil- 
. ver Dragon, would help to even the 

battle a little. 
—. Folwyna proceeded to stretch her 
~ muscles out in preparation for the 

coming battle, and winced when she 
felt the pain from the unhealed 
wound in her side. The demon that 
she had bested in the Cavern of 
Riversource had been an especially 
vicious example of its kind, but the 
reward had been worth the price. 
The calming influence of the Ring of 
Power on her finger ensured that 
she would be able to count on her 
troops to fight bravely. She watched 
the guard change on the walls below 
and signalled her followers to mount 
up. As she spurred her horse for- 
ward into the charge, she felt the red 
rage of the Berzerker Helm clouding 
her thoughts. For the glory of the 
Dreamstepper, Lord of Beauty, she 
Swore that she would open the pass 
to allow for his invasion of the black 
lands of Nightmare. This was her 
duty, and nothing short of her utter 
destruction would prevent her from 
carrying it out. 
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The goal of Warlords II is simple: 
defeat your opponents at all costs. It 
is the actual execution of this objec- 
tive that makes the game a bit more 
complicated. You may or may not 
require an advanced strategy in 
order to achieve the final victory. 
That is even more the case if you 
are up against fewer or less skilled 
opponents. However, as the difficul- 
ty level climbs, it is not a bad idea to 
have your battle plan based around 
a little bit more than a whim. A 
smidgen of tactical plotting never 
hurt anyone (except the enemy), 
and you might actually gain from the 
experience. 


Greetings, Warlord! | am pleased to see that you have 
arrived. When the call was sent out for a brave gen- 
à eral to lead our troops into battle, | had little hope 
that such a noble warrior would respond. | beg of ~~ 
thee to aid us with our current plight. The battle lines 
have been drawn and masses of troops have already 
begun to flock to the banners of those who will be 
involved in the coming conflict. My people require a 
capable leader. Our cause is just, at least as much 
so as some factions who are involved, and far 
more than others. l will gladly advise you in your 
attempts to subjugate the foe. Ultimately though, 
the fate of all of the peoples lies in your skill in... 


The point at which to begin formu- 
lating your master plan is in under- 
standing your enemies. All computer 
players have behavior patterns that 
you can learn through careful obser- 
vation. If you are playing with com- 
puter "characters," this is even more 
true. As the difficulty levels increase, 
your electronic enemies will corre- 
spondingly increase in cunning. 

At lower levels, you will probably 
notice a reluctance for computer 
opponents to attempt to penetrate 
too deep into territory that you con- 
trol, even for a shot at a completely: 
undefended castle. This squeamish- 
ness Will work in your favor as it 


"nicer to | sieur ears?Proba- 
bly not. Receiving a haro) 


reasons: 1) They are the only unit which can ééarch the ruins and use 


s items that they find. 4 They t are able to increase in level and power 


hero's command bonus. 4) Once you 

zed name and nurture them up to champion 

status, they are practicall like your children. Since heroes are relatively 
weak at the beginning, you have to be very careful. | advise not allowing 
| travel alone, as the presence of even a single unit increases their 
chances of survival while searching ruins or attacking neutral cities. Take a 
lot of quests, hunt down enemy heroes and use your heroes as much as 
possible without risking them too much, ; 


allows you to push your battle front 
forward without having to be overly 
concerned about leaving troops 
behind to guard your homeland. 
Thus, you are spared the cost of 
garrisoning your cities and you will 
be able to commit practically all of 
your units to the offensive. If the foe 
does try to sneak past your frontier, 
send a strong unit or two out to 
destroy whatever forces he is trying 
to get through. 

Make sure to take into account 
any possible access by sea when 
you determine which cities can be 
left unguarded. Leave at least a 
nominal force behind in any city 
within a couple turns of travel by 
boat from enemy territory. Also keep 
an eye out for units of flying troops 
such as griffins or pegasi. A couple 
of these pesky critters can quickly 
sweep in over water or mountains 
where you thought you were safe. In 
a couple of turns, a reasonably sized 
force can cause untold havoc and 
completely disrupt your invasion 
plans. 

As you send waves of units to the 
front, it is also a good idea to begin 
vectoring to the towns along the 
outer perimeter. This causes a two 
turn lull in production as you wait for 
the first units to arrive, but after that, 
things will return to normal and your 
dragons and wolf riders will be 
where you need them the most. Try 
to keep up with your expansion, but 
do not abandon an area too quickly, 
or you might lose some of the 
ground that you gained. 

If you have the Diplomacy option 
active, it can have a great deal of 
effect on how you want to plan your 
strategy. At the beginning of the 
game, everyone is at peace. It is not 
until the factions begin to encroach 
upon each other's borders that the 
hostilities start and war is declared. 
Up to this point, you have free reign 
to send all of your units scampering 
around claiming every neutral city 
that they can get to. This initial 
expansion can be crucial to estab- 
lishing yourself as a power to be 
reckoned with as soon as things 
start getting bloody. Watch the little 
diplomacy indicator down in the bot- 
tom corner of the screen. If it turns 


. get quests ‘from the ines which, 


Beside being the seat for the 
numerous religions, Temples also 
have practical purposes for the 
armies of the realms. These holy 
places will aid any troops seeking 
enlightenment with a divine blessing 
which will increase their strength. 


While each temple can only be visited 
once by a particular army, any crea- 
ture can get additional blessings at 
. any other temples. Heroes can also 
upon completion, can quickly push a 


rd his next level. You might not want to go too far out of your 
ay to. get units blessed, but do it when you come close to a temple. How- 
er, receiving a quest is worth bringing in a hero from some distance, 


red, you should click on it to 
who has decided that they don't li 
you any more. After that po 


an eye on whoever the trouble- š 
maker is, and if he (or she) gets out 


of line, squash him (or her). 

There are a couple methods to 
begin the creation of your empire. 
You have to decide whether to build 
quickly-made weaker units in an 
attempt to be able to expand more 
quickly, or build the more powerful 
ones. | personally opt for the second 
choice. The fact that stronger units 
take longer to create is offset some- 
what by their better chance of taking 
a neutral city. Having a couple of 
strong units that can chew through 
the foe when you make a couple of 
enemies is also nice. 

Skipping by some of the closer 
towns in favor of forming a wider 
perimeter can be useful. Be careful 
not to spread yourself too thin. 
Watch for armies who might go for 
unclaimed neutral strongholds within 
your forming borders. 


ore you get involved in a large 
invasion into enemy territory, 
u should mass a sizable force on 
the border first. This is for a couple 
of reasons. For one thing, some of 
the enemy strongholds may be held 
by hordes that cannot be ousted ina 
single effort, no matter how powerful 
your army is. Therefore, bring up 
two or more eight piece units to 
weaken and take the city in a single 
turn. In a major assault into the heart 
of hostile lands, you also do not 
want to be slowed down too much. 
To prevent this, you will need weak- 
er units to hold newly acquired 
towns as a deterrent while your 
more powerful groups continue 
onward. If you build enough power 
before your attack, you may be able 
to deal your chosen foe a crippling 
blow in a single round, which he will 
not be able to recover from. If diplo- 
macy is active, you might even lay 
siege to his cities before declaring 
war, allowing you to inflict heavy 
casualties almost immediately. 


One of the most important 


k functions of your heroes is 


investigating the dark corners of 
the world where beasties dwell 
and untold artifacts of great 
power wait to be discovered. 
Scattered across the face of the 
lands are ruins, caves, towers 


and lost cities. Some of these 

places contain monsters which 
" must be overcome, and others 
are home to wise sages who provide money or knowledge to visitors. 
Either way, there is a decided advantage to sending your heroes out to 
search as many of these locations as they can. Whether you come away 
with gold or a magic item to help you, it is far from a waste of time. 
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If you tend to use a more methodi- 
cal approach rather than all-out 
wave attacks, then your tactics will 
have to be adjusted a bit. For one 
thing, you can pick and choose 
which cities you want to capture 
according to which will benefit you 
the greatest instead of attempting to 
capture an area en masse. Go for 
the cities that produce powerful units 
or are in good positions first, but be 
careful about skipping by too many 
enemy strongholds and leaving 
them within your borders. This less 
aggressive approach does not 
require you to commit as many units 
toward the offensive, but it does 
force you to play more defensively, 
as you are not evenly expanding 
your perimeter outward. In strategies 
of this type, a powerful force lead by 
an experienced hero can be instru- 
mental in breaking tough towns. If 
you are playing without diplomacy 
rules, you will probably want to use 
a more careful technique like this. 


Now that you have an idea of how 
to capture enemy cites, what do you 
do with them? Upon taking a city, 
you will be faced with four choices: 
occupy, pillage, sack or raze. In the 
vast majority of cases, you will want 
to occupy. This puts the city under 
your control and you can immediate- 
ly begin building units. Pillaging or 
sacking trades the ability to produce 
some units from a city in return for 
some quick gold. The only real rea- 
sons to do this are if you have a 
quest to pillage a certain amount of 
money or if you need quick cash. 
Pick the cities you pillage carefully, 
lest you loose valuable units. You 
may also get quests to raze cities, 
which destroys them. Otherwise, 
only do this to prevent the enemy 
from retaking the city if you do not 
want to spare units to hold it; even 
then, you should sack it first. 
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DRAGON REALMS 
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The Dragon Realms is a way to 
introduce players to various aspects 
of the game in an actual test. It only 
pits you against four foes and gives 
you a good amount of space in 
which to move around. Each player 
begins with a dragon and the ability 
to build more in their capital. This 
has a significant effect on the game, 
as dragons can devastate almost 
any other unit easily. If you act 
quickly, your dragon can eliminate 
some of the enemy heroes early, 
which could seriously hamper that 
player. Even better, should you take 
out the enemy dragons and/or capi- 
tals early, you'll be practically 
unbeatable. 

Lord Ebon starts in the south 
and can expand northward 
almost uncontested. 
The Lady of Ice can quickly 
take the mountain passes and 
cities of her homeland, but may 
have trouble beyond that. 
The capability to expand in all 
directions is offset by being 
surrounded by enemies for the 
Golden Lord. 
If she is quick, the Lady of 
Flame can spread like wildfire 
over not only the islands of her 
origin, but the west coast of the 
mainland as well. 
The only peaceful options for 
Lord Silver are growth to the 
west and south. 


In the Isles of Sorcery, you play as 
one of four colleges of magic that 
are battling for supremacy of the five 
islands. All four factions start on 
their own island with three cities. 
One of the main objectives is to get 
control over the city of Orb which is 
located in the center of the map. 
Whoever can capture and hold this 
location not only controls the means 
to launch attacks in any direction, 
but can take advantage of Orb's pro- 


- duction of dragons. 


The black Necromancers of 
Skull island have the advan- 
tage of being slightly closer to 
one of the non-claimed islands, 
which gives them a shot at a couple 
of early extra cities. 


The blue college is home to 
the Summoners. Besides 
being a little closer to the Island 
of the Orb, they also start with better 
production ability on their island. 
The Druid's nature magic 
keeps them more in tune with 
the land, but being too far 
inland also makes the sea less 
accessible. Although they start with 
Swift moving unicorns, they must go 
further to capture their cities. 
The Magicians begin with a far 
F travelling wizard, but that is 
somewhat negated by the 
excess of water. They are furthest 
from a temple and the closest off- 
island cities are practically useless. 


E 


isLADO Kingoom 


OF ERYTHEA 
CITIES RUINS PLAYERS 
80 40 8 


The Erythea Campaign is the first 
one (if you are playing them in the 
order that they are listed) that faces 
you off against the full complement 
of seven opponents. It also has 
more cities and ruins. 

The Lich King cannot take 
ge cities before encounter- 
ing the Kingdoms. Control of 
the north portion of the largest island 
gives him sole access to its temple. 
The leader of the Kingdoms 
v expand pretty freely in all 
directions except north at first. 
x Barring invaders by sea, the 
$ Horse Tribes can dominate the 
- west coast of the eastern isle. 
The Elves have access to one 
afeh the four temples, as well as 
a tightly-packed group of cities. 
Little conquest is possible by 
g the Dwarves before they start 
to approach enemy borders. 
Orcish solitude places them 
further from neighboring cities. 
A strike at the giants could give 
them command of their island. 
Swift movement to the south 
might prevent invasions from 
the Tribes and Elves. The Siri- 
ans should still watch for assaults 
from the sea. 


The Giants start close to griffin 
and giant-producing cities. 


bAoesbA, LADO OF 


NnigGhcMmARES 
CITIES RUINS PLAYERS 
80 40 8 


In Hadesha, the forces of the 
Dreammasters clash for sole control 
of the realm of the collective subcon- 
scious. 

Gifted with the core position, 
Nightmare needs to capture 
the entry points to his realm 
and move outward from there. 
Surrounded by foes on three 
sides, the Lord of Power has 


to reach the tactical positions f 


and try to hold his ground. South- - 
ward is his best bet for conquest. ~ 
* Early access to winged units 
allows the Lord of Flight to 
move quickly and go anywhere. 


The Lord of Beauty is close to 

a temple. The best prospects 

for empire growth are to the 
southeast and northeast. 


The Lord of Greed is in poor 

position. Its best to find a new 

center of operations. 

No one is in a better position 

for quick, effortless expansion 
than the Lord of Fire. 

Their nobility will not protect 

the Dream Knights, but the 
mountains will guard their capi- 

tal while they sweep southward. 
The Lord of Sloth cannot 
afford to be too lazy. There are 


tich pickings to the west. 


isLADIA CAMPAIGN 
CITIES RUINS PLAYERS 


80 40 8 


Isladia is the last of the scenarios. 
It contains a larger number of pow- 
erful units than previous campaigns. 
The Zhoraghians begin right 
L5 next to the temple of their dark 
mistress. They can rampage 
freely to the south until they 
encounter the Blood Ogres. 
Mercanian territory can be 
acquired to the north or south, 
but they will soon find enemies 
coming from all directions. 
* Numerous cities are available 
Sin a decent radius from 
Thanoi's capital. Many can 
build powerful heavy cavalry. 
The Elves require leg work to 
get their first cities and are not 
in a defensible position. They 
have a nearby temple to the north. 
Cities to the north of the 
Dwarves can produce valuable 
griffin units. The closest cities to 
the south are practically useless. 
The Ogres capital is highly 
defensible. With only two foes, 
they can form a strong border 
before the serious combat. 
Starting on an island in the 
corner allows the Cloud 
Knights to move steadily in one 
direction. 
The Giants can go north or 
south to find strong units to 
produce. -Alex Rees 
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Check out COMPUTER 


GAME REVIEW, the 
leading magazine for com- 
puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 


COMPUTER GAME 
REVIEW gives you the 
latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail- 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 


=mONSTHE 
FIELDIOF FIRE 


D MILO: "H0CU-SOG notified 
v wi base comp. dts 


pers a Unmatched Depth and Authenticity Leading Edge Simulation Technology 
The First Realistic 3-D Battlefield. Run 
from hut to hut or hit the dirt penne omit 80 historical missions based on actual com- See tracers and explosions through your 
behind trees and xoci bat reports provided by the UDT-SEAL own eyes or seven external views. Hear real 
Museum Association Inc. digitized battle sounds. 


You and your team jump out of a Huey and belly through 200 yards of mud and darkness toward 
the village. You signal your team to fan out and take out the guard posts, but your flanker goes 
down—booby trap! Suddenly rounds from an AK-47 shriek overhead and the night is ablaze with 
tracers and the shock waves of mortar fire. 


Welcome to "Forest of Assassins", Vietnam's Mekong Delta. Your worst nightmare come true. 
Available for IBM® and compatibles. 
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ELECTRONIC ARTS” 


Seal Team is a trademark of Electronic Arts. 01999 Electronic Arts. 


The Madness 
of Roland 


by HyperBole Studios 
for Macintosh CD 


Trying hard to live up to its name, 
the publisher has bestowed the title 
“The Bard of CD ROM” on author/ 
producer Greg Roach. Although he’s 
put together a very entertaining 
“multimedia novel,” such a sobriquet 
is an unfair load for an obviously tal- 
ented newcomer to carry. Greg is 
undeniably promising, but he'll have 
to do increasingly better with his 
next six titles before comparison to 
the legends of interactive entertain- 
ment are appropriate. 

Let’s not hold the hype against 
Roach, though. After all, he doesn’t 
write the promotional copy. Consid- 
ered on its own merits, apart from 
the lofty expectations raised by 
HyperBole, this is an innovative and 
engaging multimedia product. It's 
impossible to tell if the idea of inter- 
active electronic books, so common 
in science fiction, is viable, but 
there's no question that The Mad- 
ness of Roland is by far the most 
successful attempt at the form. 

The Madness of Roland is an 
"interactive novel" because the com- 
puterist is strictly an observer with- 
out the power to alter events or 


Hie Meee a RATA 


Start at the beginning or explore each 
chapter individually. 
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change the plot. The publisher has 
gone to great lengths to make sure 
prospective buyers understand that 
The Madness of Roland is not a 
game, but an entertainment. 


The source for the story is one of 
the most celebrated chivalric myths, 
the story of the great paladin 
Roland. It chronicles his descent into 
madness and his valor against the 
invaders who seek to destroy the 
Holy Roman Empire. 

Roach has created a simple inter- 
face that permits the reader to 
switch among six different view- 
points: Roland, Charlemagne, the 
enchantress Angelica, Roland's 
magic sword Durendal and the 
Moorish spy Beji. After choosing a 
viewpoint character by clicking one 
of the attractive icons, the player 
reads the pages of the novel which 
contain that character’s version of 
the story. Hopping from one charac- 
ter to another allows the reader to 
perceive the book in all its multi- 
faceted splendor. Sometimes char- 
acters have radically divergent ideas 
about events and characters, so 


each user's experience will be slight- 
ly different, shaped by the order and 
combination of viewpoints selected. 

As you read, icons on each page 
grant access to many special fea- 
tures. Paintings, animated se- 
quences, and QuickTime movies 
add some visual flair to what would 
otherwise be endless columns of 
print on the screen. Other features 
include a bookmark function, a bank 
of relevant quotations, and a map. 

The text itself could be easier to 
read. The font, while appropriate to 
the historical period, doesn’t wear 
well page after page. Confining spe- 
cialty text to illuminated capitals 
might've been a better way to han- 
dle the copy. 


The Madness of Roland is proba- 
bly the best electronic book pro- 
duced so far for multimedia, though 
the whole genré is still in its infancy. 
The present title offers Macintosh 
owners a pleasant and evocative 
way to learn more about Roland and 
experience his tragedy more force- 
fully than is possible with printed 
words alone. -Arnie Katz 


P.0. BOX 415, WEBSTER, NY 14580 
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Ultima Underworld 
| & Il 


by Origin 
for PC CD-ROM 


CD 


There's shovelware, and then 
there's shovelware. Sometimes, 
publishers shovel gold, other times 
it’s less tempting substances. This 
otherwise untitled package contains 
complete versions of two popular 
fantasy role-playing games, Ultima 
Underworld |: The Stygian Abyss 
and Ultima Underworld II: Labyrinth 
of Worlds. Originally marketed as 
conventional floppies, the two 
adventures now share a single CD 
disk. Retail prices vary, but the cost 
is considerably less than if you 
bought the same titles as standard 
computer games. 

Origin was primarily known for its 
Ultima series of fantasy RPGs when 
it decided to extend the concept of 
Britannia to other play-systems. 
Unlike Ultima, which uses a lot of 
angled overhead perspective, the 
Underworld series presents sword- 
swinging and spellcasting from a 
first-person perspective. 

The play-system is about halfway 
between first generation titles like 
Wizardry and Bard's Tale, and the 
arcade-like intensity of Wolfenstein 
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3-D. The Underworld games are 
livelier and more involving, but the 
designers sacrificed play speed to 
maintain a high standard of artwork 
and animation. 

Movement isn't as fluid and natur- 
al as in id Software's World War II 
epic, but the intelligent cursor makes 
it fairly easy to navigate the gloomy 
corridors and chambers of this huge 
subterranean land. The player 
moves it around the main display 
window, which shows the scene in 
front of the hero or heroine. When 
the cursor turns into the symbol for 
the desired move, clicking executes 
the order. It is possible to move 
quite rapidly, though undue haste 
spells doom in such a dangerous 
setting. Pressing the right mouse 
button while holding down the left 
one causes the character to jump. 

The player performs other actions 
with a point-and-click control system 
based on a strip of control icons. 
After clicking on an icon to highlight 
it, a second click on the main display 
completes the command. 

The character generation system 
is well-constructed. Lucid on-screen 
prompts lead the user through the 
short procedure in no time. The lone 
hero can be male or female, left- or 
right-handed, and a member of any 
of eight classes. These are: fighter, 
mage, bard, tinker, druid, paladin, 
ranger, and shepherd. After chooses 
one or more special skills to further 
define the character, the user 
selects a physical appearance and a 
name. The difficulty, standard or 
easy, is also chosen during the char- 
acter generation process. Naturally, 
the adventurer can scrap an unap- 
pealing character or send an 
approved one into the catacombs 
beneath the earth. 

Origin made quite a few improve- 
ments between the first and second 


Since some monsters can be helpful, don't 
attack everything you see. 


games in the Underworld series. 
The graphic window is larger in the 
newer adventure, and the controls 
and status read-outs are arranged 
more compactly. 

The graphics are also more 
detailed, especially the drawings of 
the creatures. A higher animation 
frame rate makes their moves and 
attacks look a lot better, too. Ultima 
Underworld Il allows any screen, 
including the auto-map, to be saved 
as a GIF file. 

The sound, which supports the 
popular boards, includes excellent 
music and lots of digitized speech. A 
message board at the bottom-center 
of the screen supplements audible 
communication with descriptions 
and other helpful bulletins. 

The differences between Ultima 
Underworld | and Ultima Underworld 
Il are significant, but they are unlike- 
ly to create problems for the player. 
The basic approach of the two 
games is similar enough that you'll 
make the few necessary adjust- 
ments almost automatically. 

RPGers who are already familiar 
with the floppy versions can give this 
package a pass. Those who haven't 
had the pleasure will find this an 
excellent value. 

— Arnie Katz 


Both the Stygian Abyss and Labyrinth of 
Worlds are now available on CD-ROM. 
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kingdoms — and rule Mystara! 

>` Build your own empire as you play 
the first D&D” game to feature a com- 
puter DUNGEON MASTER; who mediates 
all elements of game play. Thanks to 

- superior animation, 256-color VGA 

- display and sound effects, the DM 
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go Sound Card $34 

) Gold Sound Card $139 
Gravis Ultrasound $129 

»t Stick Joystick $36 

At Stick Pro Joystick $60 

:x Cobra Flightstick $54 
yia Concept $65 
it Control Stand $20 

; Audio Spectrum 16 $175 

) Audio Spectrum Plus $149 
und Blaster 16 ASP $219 
jund Blaster Deluxe $89 
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Blaster Discovery CD 16$469 
Blaster Edtainmnt CD 8 $448 
‘Blaster Edtanmnt CD 16$519 
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Sound Galaxy NXPRO $125 
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"th Guest $54 
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legis: Guardian of Fleet $54 
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Busty Babes CD $32 
Centerfold Squares $21 
Ecstacy CD $32 
Femme Fatale $26 
Femme Fatale DD 1-3 Ea. $18 
Jigsaw Pinups $19 
Lovely Ladies CD $38 
My Private Collection CD $36 
PC-Pix CD $40 
Penthouse Jigsaw XXX $24 
Planet of Lust $12 
Sex Olympics $12 
Sex Vixens from Space $12 
Strip Poker 3 $31 


Strip Poker 3 DD 1-6 Ea. $19 
Strip Poker Professional $33 
Strip Poker Pro DD 1-6 Ea $16 


Black Crypt $32 
Captive $30 
Celtic Legends $32 
Challenge of 5 Realms — $44 
Champions $37 
Champions of Krynn $19 
CHARACTER EDITORS $16 
Cobra Mission $49 
Companion of Xanth $36 
Cyber Empire $32 
Cyber Space $39 
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‘WARLORDS 2° 
brings the fun and 
excitementofthe first 
Warlords with 640 x 
480 graphics, a hid- 
den map option, and 
totally new Al sys- 
tem. Features ran 
dom mapping for in- 
finite replayability, 
troop transports and 
warships foramphib- 
ious warfare, and a 
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backstabbing. $42 


ASSETS 'NHLPA HOCKEY 


'94' brings you the 
real players and 
teams. Players will 
beabletotrackteam 
standings and play- 
er stats. Compete 
for end of season 
awards like the Hart 
and Ross trophies 
andthe Stanley Cup. 
Digitized ring an- 
nouncer reports goal 
summaries and pen- 
alties. Ron Barr's 
voice sets up every 
game. $40 


‘RED CRYSTAL’ 
Seek out the seven 
secrets of life. Can 
you forge through the 
evil that lurks in the 
depths of the eerie 
dungeons, the omi- 
nous castle towers 
and the savage 
countryside? Play 
alone or modem it 
with a partner. Fea- 
tures over 50 dun- 
geon levels, breath- 
taking graphics and 
an auto-mapping 
feature $38 


‘WORLD WAR 2: 
BATTLES OF THE 
SOUTH PACIFIC” 
Wage war for the 
sole ownership of the 
South Pacific. His- 
torically correct bat- 
tles challenge all, to 
do better than the 
Navy did as it hap- 
pened in World War 
II. Create and trans- 
port armies to ene- 
my ports. Play as 
the U.S. or the Japa- 
nese forces. Modem 
playable $39 
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Darklands $39 
Daughter of Serpents $17 
Eternam $29 
Eye of the Beholder3 ^ $42 
Lands of Lore $36 
Legacy: Realm Of Terror $38 
Legend $31 
Lure of the Temptress — $37 
Magic Candle 3 $19 
MegaTraveller 3 $39 
Metal and Lace $49 
Might & Magic 5 $42 
Pirates $9 
Pirates Gold $42 
Protostar $39 
Quest for Glory 4 $42 
Questron 2 $12 
Realms of Arkania $37 
Red Crystal $38 
Star Trek: Next Generation $46 
Stonekeep $54 
Stronghold $39 
Summoning $38 
Ultima 7 Black Gate $48 


Ultima 7 Forge of Virtue $18 
Ultima 7.5 Serpent Isle $48 
Ultima 7.5 Pt 2 Silver Seed$18 
Ultima Underworld 1 or2 $48 
Unlimited Adventures $38 
Veil of Darkness $37 
Wizardry 7 Crusaders — $42 


A10 Avenger 1993 $46 
A320 Airbus $44 
AH-64 Helicopter $46 
Aces Over Europe $42 
Aces Europe Mission 1or2 $27 
Aces of the Deep $42 
Aces of the Pacific $42 
Aces Pacific Mission Disk $27 
Air Warrior SVGA $35 
Armoured Fist $38 
Attack Pack $42 
B17 Flying Fortress $39 
Coaster $32 
F15 Strike Eagle III $42 
Falcon 3.0 $48 


Falcon 3 Scen Disk1 $24 
Falcon 3 Scen 2 Mig 29 $33 
Fleet Defender F14 Tomcat$48 
Great Naval Battles $44 
Great Nav Bat America Atl $21 
Great Nav Bat Super Ship $19 
Gunship 2000 $37 
Gunship 2000 Scenario $24 
Harrier Assault SVGA $48 


Jump Jet $39 
Mantis Experimental Ftr $39 
Maximum Overkill $44 
Max Overkill Mission 10r2 $28 
Mechwarrior 2 $42 
MegaFortress $12 


Megafortress Mission 1or2 $26 
Microsoft Flight Sim 5.0 — $44 


Privateer $52 
Reach for the Skies $31 
Red Baron $36 
Sailing Simulator 3 $42 


Sailing Sim 3 East Coast $32 
Sailing Sim 3 West Coast $32 


Sea Wolf $38 
Seal Team $42 
Secret Weap Luftwaffe — $34 
Strike Commander $48 
Strike Comm Speech Pak $24 
Sub War 2025 $42 
Syndicate $39 
Tie Fighter $46 


Ultrabots Sanction Earth $39 
Voice Commander F117A $18 
Voice Commander F15SE3$18 


Wing Commander $19 
W C Secret Mission 1 & 2 $20 
Wing Commander 2 $48 
WC2 Operation 1or2 — $22 
W C 2 Speech Mod $13 
W Commander Academy $42 
World Circuit $32 
X-Wing $40 


X-Wing Mission Disk 1 — $20 


ADD Collector's Edition 2 $46 


ADD Starter Kit $29 
Air Combat Classic $45 
Allied Forces $12 
Capstone CD Collection $45 
Combat Classics $24 
Dynamix Bundle $29 
Eye Beholder Collection $50 
Game Pak 1 $36 
Land Sea Air Trilogy $12 


Land Sea Air Triogy2 $29 
Leisure Suit Larry Bundle $39 
Lost Treasures of Infocom $40 
Lost Treasure Infocom CD $46 
Lost Treasure Infocom 2 $29 
Lost Treas Infocom 2 CD $46 
Magnetic Scrolls Bundle $21 
Marvel Trilogy $12 
Megafortress Mega-Pak $38 
Power Hits: Battletech $32 


Power Hits: Kids $19 
Power Hits: Movies $17 
Power Hits: Sci Fi $19 
Power Hits: Sports $19 
Prime Time Hits $25 
Prime Time Hits 2 $24 


Secret Weap Luftwaffe CD $48 
Sierra Adventure Bundle $39 
Sierra Arcade Bundle $24 
Sierra Family Fun Pak $29 


Space Quest Bundle $36 
Ultima Bundle 1-6 CD $59 
Ultima Trilogy (1-3) $39 


Ultima Trilogy 2 (4-6) $48 
Wing Commander Dix — $48 
Wing Commander Dix CD $48 
Wizardry Trilogy (1-3) $32 


D. Robinson NBA Action $44 


Days of Thunder $24 
Front Page Football $36 
Front Page Football Pro $42 
Greens $34 
Hardball 3 $34 


Hardball 3 Players Disk $17 
Hardball 3 Stadium Disk $19 
Hole In One Mini Golf $6 
Hole in One Mini Golf Dix $12 
Jack Nicklaus Greatest 18 $9 
Jack Nicklaus Sign Ed $42 
Joe Montana Football2 — $42 


Links $12 
Links Courses 1-6 Each $17 
Links Pro 386 Golf $32 


Links Pro CD Mauna Kea $19 
Links Pro CD Pinehurst $19 
Links Pro CD Banff Spring $20 
Links Pro Course Belfry $20 
Links Pro Course Disk 5 $20 
Links Pro Course Disk 6 $20 
Madden Football 2 $17 
Mario Andretti Racing $17 
Michael Jordan Flight Sim $38 
Microsoft Golf for Windows$39 
NFL Challenge Premium $59 
NFL Football $31 
NFL Proleague Football $12 
NFL Pro League FB92 — $19 


NFL Video Football $39 
NHLPA 94 Hockey $40 
PGA Tour Golf Ltd Ed $32 
PGA Tour Golf WIN $38 
QuarterPole $39 


Tom Landry Football Dix $32 
Tony LaRussa Baseball $16 
Tony LaRussa 1901-68 — $15 
Tony LaRussa BB 1990 $15 
Tony LaRussa BB 199! $15 
Tony LaRussa AL Stadium$15 
Tony LaRussa NL Stadium$15 
Tony LaRussa Classic Sta $15 
Tony LaRussa FanMan $15 
Tony La Russa Baseball 2 $36 
Tony LaRussa 2 92 Team $16 
Tony LaRussa 2 Fan Man $14 
Tony LaRussa 2 Stadiums $18 
Wayne Gretzky Hockey 3 $36 
Wayne Gretsky Lea Sim 2 $29 
Wilson Pro Staff Golf — S23 
World Class Soccer $28 
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Microsoft Golf 
Multimedia Edition 


by Microsoft 
for PC CD-ROM 


This Windows compatible CD- 
ROM version of Microsoft Golf is 
actually the Access-created Links, 
the Challenge of Golf with enhanced 
graphics, FMV, and a couple of new 
features. 

Links, the Challenge of Golf was 
developed several years ago in the 
286 PC environment and Access 
has since then published the 
enhanced Links 386. Access, how- 
ever, has yet to commit to producing 
a CD version of either game, so this 
Microsoft product is the only multi- 
media edition likely to be available 
for the foreseeable future. 

Virtual duffers are presented with 
a fourteen-club selection, adjustable 
setup, and control over a large num- 
ber of variables, including stance, 
ball position, club face, and swing 
plane. A control panel at the base of 
the screen provides shot information 
(lie, wind, distance to the pin, etc.), 
and swing control. From the swing 
control menu, computer golfers can 
select the type of shot (Straight, 
Draw, Chip, Fade, Putt, or Custom), 
set the force of the swing, and 


choose a club. 


The graphics, which present the 
surrogate golfer in the middle fore- 
ground, offer panoramic views of the 
Torrey Pines golf course which 
seem somewhat cleaner than the 
graphics on the original Links. Tor- 
rey Pines is an excellent choice as a 
computer golfer's first eighteen 
holes; the San Diego course doesn't 
have any killer holes, but offers plen- 
ty of scenic beauty, bounded as it is 
by the Pacific to the west and moun- 
tains on the north. 

The only major additions to the 
original program, however, are fly-by 
sequences showing each hole from 
pin to tee, and player tips, using 
pop-up windows containing FMV 
headshots of various pros providing 
useful information to desktop duf- 
fers. 

The one area where this package 
falls down, surprisingly, is in its hard 
copy documentation. Instead of the 
excellent manual which was includ- 
ed with the floppy disk version, the 
Multimedia Edition contains a tiny 
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booklet that doesn't even mention 
such promising features as user-cre- 
ated audio using Sound Schemes. 
Fortunately, more complete informa- 
tion is supplied through the on-line 
help screens. 

What we actually have here, how- 
ever, is a multimedia product that 
doesn't really represent state-of-the- 
art. Regardless of the medium, Links 
386 is a superior product to 
Microsoft Golf-Multimedia Edition. If, 
however, a multimedia golf simula- 
tion is your heart's desire, it would 
be difficult to do much better than 
this new edition of Microsoft Golf. 
The original Links program remains 
pretty impressive, and the fly-by and 
pro tips features certainly don't hurt. 

Finally, Microsoft Golf has the 
virtue of interfacing with the Links 
library, the finest collection of cours- 
es available for any golf program. 

-Bill Kunkel 
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Signal Processor. 
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Fire up your favorite game and get ready to be blown away. Because 
now every sound you couldn't hear with those other boards is going 
to come storming out of your PC with intensity like you've never 
heard before. Introducing Orchid's signal processing SoundWave 32. 

SoundWave 32 is nothing short of a revolution in sound, with 
its own rocket-quick RISC signal processing chip (DSP). While other 
boards try to stuff their puny sounds through slow, outdated FM 
chips, SoundWave 32's 20 megahertz signal processor rushes out 
rich, 16-bit sound. With incredible clarity and separation. 

And there's more. Not only do you get dual CD-ROM inter- 
faces and free stuff like stereo speakers, a microphone and a stereo 
cable, but SoundWave 32 also gives you amazing wavetable 
sampled sound. So when the game calls for a killer riff, you don't 


SoundWave 32 


cao waverable Synthesis Sound Card 


/ N 


just hear a computer simulation of a guitar, you hear the real, 
recorded instrument. 

Of course, SoundWave 32 is compatible with everything 
— SoundBlaster, AdLib, General MIDI, Microsoft Windows Sound 
System, and Roland MPU-401 MIDI Interface, and for you game 
players, Roland MT-32 sound module. And with just a simple change 
of software, its signal processor will handle any new sound format 
that comes along. 

So if good isn’t good enough, get crisp, signal processed sound 
and state-of-the-art wavetable technology, all for the price 
of the lesser boards. Get infriggincredible sound and 4 b 
value. Get SoundWave 32 from Orchid. To hear more, Æ AN 
call 1-800-7-ORCHID today. ORCHI 


©1993 Orchid Technology, 45365 Northport Loop West, Fremont, CA 94538 
Orchid and SoundWave 32 are trademarks of Orchid Technology. All other trademarks are owned by their respective manufacturers. 
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The Lord of 
the Rings 


by Interplay 
For PC CD-ROM 


Odd, isn’t it, with the thousands of 
fantasy role-playing games which 
have glutted software shelves since 
the days of Zork, that the rosetta 
stone of all heroic fantasy, Tolkien’s 
Ring trilogy, has been virtually miss- 
ing in interactive electronic media? 

Well, pass us a bowl of that politi- 
cally incorrect pipeweed ("Pipeweed 
smoking is a pleasant recreation, 
and not the deadly addiction that we 
know it to be in today’s world,” 
emphasizes the game's documenta- 
tion), because it's among the miss- 
ing no longer. 

The Tolkien estate finally got 
together with first rate developer/ 
publisher Interplay, and the result is 
an epic adventure worthy of the 
greatest fantasy author of this centu- 
ry. The CD-ROM edition of Inter- 
play's Lord of the Rings (the first of 
three volumes) includes all the com- 
ponents which established the flop- 
py disk version as an instant classic, 
and adds new features and 
enhanced sound and graphics. 

The booK's epic plot is set up dur- 
ing a series of full-motion video 
sequences taken from Ralph Bak- 
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shi's animated feature film. Unfortu- 


nately, the movie’s introductory 
scenes are among its weakest 
moments. Bakshi originally shot the 
entire picture using human actors. 
This footage was then supposed to 
be rotoscoped (i.e., drawn over, 
using the actors as models) to pro- 
duce the animation. Unfortunately, 
the filmmakers ran out of money 
before the process was completed 
and two major sequences—the 
introduction and the great battle— 
were never rotoscoped. Instead, 
heavy red tints were overlaid, reduc- 
ing the human actors to silhouettes. 
So, while some of the FMV footage 
used in the game is, indeed, nicely 
animated, much of it is not. 

The game itself, however, is an 
FRPG treasure. Each individual pos- 
sesses a variety of attributes (dex- 
terity, endurance, life points, luck, 
will power, etc.) and skills. The skills, 
which can also be developed during 
the course of an adventure, cover a 
wide range of capabilities, from the 
character's mastery over different 
weapons, to such exotic abilities as 
perception and seamanship. There 
are spells (of course), including the 
ever-appealing Firefinger which 
spews a tight beam of white flame 
from a character's digit, and Animal- 
speak for those who've always want- 
ed to talk to the animals. 

The primary display features a 
topdown point-of-view with charac- 
ters and some objects viewed from a 


slight angle, as seen in the most 
recent Ultima games. A tap of the 
right mouse button summons up a 
horizontal strip across the bottom of 
the screen containing a life bar, a 
portrait of the group leader, and ten 
icon commands: Attack, View, Get, 
Use, Skill, Magic, Talk, Leader, Exit, 
and Options. Combat is handled by 
offering all characters a fight or flight 
option. If the user wants the charac- 
ter to fight, a series of specific 
options appear based on that char- 
acter's combat training. 

Lord of the Rings isn't trying to 
knock anyone out with its design, 
which is basically a collection of 
tried-and-true RPG play mechanics, 
or its eyeball-popping graphics. It 
simply provides an appropriately 
classic venue for one of the great 
works of English Literature. The 
Scope of the game is enormous, and 
the Interplay development team did 
a remarkable job of bringing 
Tolkien's minutely detailed fantasy 
world to an interactive medium. 

The CD edition doesn't meddle 
much with the original—automap- 
ping was added and the interface 
has been streamlined—but it does 
enrich it whenever possible. Both 
sound card and direct audio CD out- 
put are used to produce the game's 
Speech, sound effects, and music, 
with excellent instructions provided 
by the game's characters. The docu- 
mentation is absolutely perfect, pro- 
viding just enough background while 
clearly defining the game's ground 
rules. 

Gamers who already own the flop- 
py disk version probably don't need 
the CD edition, but any RPG fan 
who hasn't yet added The Lord of 
the Rings to their collection should 
purchase the CD version immediate- 
ly, or throw themselves headfirst into 
Mount Doom. -Bill Kunkel 
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ELECTRONIC GAMES! 


No one beats Electronic Games' coverage of MORTRL 
every platform from portables to coin-ops. KOMBRT 
ELECTRONIC GAMES ' critics rely on years of WE'VE GOT 


£ THE INSIDE 
playing experience and hands-on game design | @ 


credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 
ELECTRONIC GAMES has all the headlines, 


ET RTRRI'S &4-BIT 
new releases, plus much, much more! Every : JAGUAR 
issue is packed with inside stories and insights 1 Tu VE HERRD RUMORS 

z NOW READ THE FACTS! 

that take you to new realms of electronic gam- ; 
ing! It's the only place you'll find entertainment t = PLAYERS’ GUIDE TO 
T PEG x : = FALL/WINTER GAMING 
superstars and industry insiders sharing their combate ROT  EGPREVIEWS THE HOTTEST 
unique viewpoints while delivering the news T NET COM RUMPUTER GAMES! 


and reviews that tell it like it is! 


SUBSCRIBE TO ELECTRONIC GAMES 


l l WANT TA PET TUE MAET AIT AR Feu. | 


ELECTRONIC : l 
l l 
— Get 12 Full Color Issues of EG For Only $23.95! Send Payment l 
" To: EG, P.O. Box 7311, Red Oak, IA 51591-2311 I 
Name 
Address _ | 
ACT No City 
wi State ZIP i 
Payment Enclosed Bill Me 
Uctor Credit Card Orders: | 
ipti VISA |... MC 
Wa lon Card No. _ == I 
y Exp. Date = 


3 Signature 
951 For Faster Service, Call Toll-Free: 


What | dovisn’t pretty, but then if it 
was, | probably would not be doing 
it. As the saying goes, it’s an ugly 
job. If it wasn't me, it would be up to 
some other poor shmoe, and! would 
rather get the credit (not to mention 
the rewards). Anyway, this time it 
started with a phone call. Funny, 
they all seem to start that way. For 
some reason, my clients seem to 


—— 


share a certain unwillingness to fre- 
quent my office. 

On the other end of the answering 
machine was an old friend, Faythe 
Watson, my high school sweetheart. 
She was apparently having some 
difficulty and needed the help of 
Florida's best and brightest P.I., J.R. 
Knight (that’s me). So | packed up 
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COBRA MISSION ve.: 


from MEGATECH 


Disk Format: HD(1.44M 
INSTALL DISK 1 OFS 


WARNING: 
ThisisaR-RATED GAME" 


This game is not suitable for minors ander the ape of 18 


my magnum and my trench coat and 
hopped the first boat to Cobra City, 
located on the island of Cobra. 

It took a lot of legwork to find out 
what was going on. Women had 
been disappearing, and after some 
brilliant detecting on my part, ! 
tracked the source of the problem to 
a meglomaniacal nutball named 
Kaiser. Up to this point, | had 
thought that was some kind of sand- 
wich bun, but it sounded like this guy 
was a bit more dangerous than stale 
bread. After leaving a trail of the big 
boy's battered thugs and a good 
number of lovely ladies with fond 
memories, | tracked Rye to his lair. 

He was cornered, but | was 
trapped. Not only did | have to han- 
dle his little personal unit of trigger- 
happy Combats, | had to watch out 
for Faythe, too. Sure, | was crazy 
about the girl. | just wished that for 
once she would have displayed 
some common sense and stayed at 
home. Fortunately, the Sword of 
Gaia that | had received from the 
last of that line helped me to slice 
right though the soldier boys. Faythe 
was actually a big help as she laid a 
couple of them out herself with that 
funky Esper Rod of hers. 

Then | was finally face to face with 
Sesame Seed, the head honcho 
himself. He looked kind of like a 
sissy to me in that fancy get-up. As it 
turns out, | could not have been 
more mistaken. He was tough, but 


with the radiant Faythe at my side 
and all of those women to get 
revenge for, | was unstoppable. Jus- 
tice was served with a haymaker 
that must have shook the foundation 
of the fortress, because it started to 
come down around our ears. The 
babe and 1 fled for our lives. On the 


way out, a collapsing floor separated 
us. | was not about to.leave a 


damsel in distress, though. Thinking 
quick, | found a means to bridge the 
gap, and we got out of there. After 
Cobra City's Mayor thanked us, 
Faythe and | went back to her place 
to celebrate in private. Not long 
after, | finally convinced her to marry: 
me and | prepared myself to settle 
down to a life of wedded bliss. 


Intimidated by casino gaming because you're 
unfamiliar with the rules? Ever wondered why 
the word “seven” is met with glares at a craps 
table? Is the guy next to you at blackjack just lucky, 
or is he on to something that you don’t know? 


Beat The House is the ultimate gaming tutor oot Machine 


and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line “pop-up” tutor to make recom- 
mendations and offer suggestions, you'll be 
shooting the die and slinging the lingo like a pro 
in no time. 


Dazzling VGA graphics and realistic sound put 
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The Labyrinth of Tim en epic ey of time travel and You must eM the power of Minos and destroy the 


adventure, possible only on CD- ROM: The legendary King labyrinth ipulating the very fabric of history. But 


Pis „Minos has commissioned a labyrinth bridging time and space. beware; the future may not unfold in quite the way you planned. 


; 


ELECTRONIC ARTS* 


^ » 
Available for PC CD. Coming soon for Macintosh? CD. Macintosh is d registered trademark of Apple Computer. 
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